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PREVIEWED THIS MONTH! 

• The Pink Powerhouse Returns—Kirby 64 
Peace Through Plastic—Army Men: Air Combat 
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APE VOU READV FOP 


'UKtMuN i MUlUtiy 

No, I mean are you READY?! Because you're about to enter a 
serious battle zone where only the prepared survive. What's the 
real trick? Plug into Nintendo Power’ and see for yourself. 

Check it out! Right now we've even got a spetiaL hard-hitting 
offer for you. Along with 12 rocking issues erf Nintendo Power for 
only $19.95* u.s., you get your choice of one of these — FREE: 

■ Pokemon Stadium" N64 Player's Guide 

■ Pokemon" Trading Card Game Game Boy Player's Guide 

(including a United-edition Venusaur" LV64 holographic card bound tight in!) 

■ Pokemon™ TV Animation Comic: I Choose You! 




You may also subscribe via our website: www.nintendo.com 


(*0xi9dtm njident5pay$£795 Cdn ) 


How can you lose? Every jam-packed issue of Nintendo Power 
reveals the rips and tricks, strategies and secret codes, maps 
and moves to make you a Pokemon master on N64 and Game 
Boy. Plus, only Nintendo Power has Pokecenter and Pokdchat. 
No one else covers the rest of the slammin' Nintendo family 
of games like Nintendo Power. It's the source. 


Stay ahead of the competition with Nintendo Power. And when 
you enter the Pokdmon Stadium, it's you who'll rule! 


ORDER NOW AND SAVE 66% OFF 
THE NEWSSTAND COVER PRICE! CALL TOLL-FREE: 
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Ihce's or gainst McGrath 
Button, Dowd md other 
superstar riders 


The only ganu with 10-time 
Supercross Champ Jeremy McGrath 


PloySfotion 



16 Supercrass stadiums 
and licensed Motocross tracks 
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Totally sick Freestyle-MX 
Competitions exclusively f* turing 
Tnvis Pastrana 


All-new engine featuring 
st:te-of-ths-art graphics, hike 
physics, and motions 


Design your own tracks with 
custom 3-D Track Editor 
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Skate as Tony Hawk and nine 
other top pros In fully skateable, 
real-world locales. 


Pull off hundreds of on-the41y trick 
and stunt combinations. Including 
moves like grinds and kick-flips. 


Take on various two-player, 
spnt-scresn inodes or go pro In 
single-player "tarccr" mode* 


GamoPro 


"...the best 
skateboarding 
game ever.” 
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THE HAWK WILL 
FAKE YOU ON A 
MAGIC PAVEMENT 
RIDE TO SKATEBOARD 
NIRVANA, AND YOU 
WON’T NEED TO 
BRING YOUR HELMET. 
YOU CAN DEFY / * • 
GRAVITY-EVEN MOCK 
IT- WITHOUT 
REPRISALS FROM ITS 
FRIEND CON¬ 
CRETE. WE’LL 
HELP YOU SET 
THE WHEELS 
IN MOTION. 

















Pop the clip into your Dragon 
assault rifle—things are going to 
be (totting dark from here on in 
Vrove got comprehensive cover¬ 
age of we first six levels of Jo's 
dangerous journey Vbu'IJ need it 
when the bullets start flying 


Wnatfe that whining noise wa 
hear in the distance? It's a hot 
new motorcycle game from 
Nintendo, tearing up the dirt 
on its way to your N64 The 
nde may get bumpy as we take 
you on a tour of the tracks 
and trails 


Take o deep breath, because the 
powerful puffball from Papstar 
now has his own game on the 
M64 He's leading the forces of 


light against the threat of Dark 
l Matter We'll give you such a tan 
talizing peek that you may get 
pinkeye. 
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Trevor Hamm Nova Scotia, Canada 


You gotta love those April showers, because there’s never been a 
better time to stay indoors. With Pokemon Stadium and Tony Hawk’s 
Pro Skater ringing in spring, next to the N64 is THE place to be. 

Yes, these games are fantastic, but how will they compare to games 
SO years from now? Here are your visions of the future... 


Mtse 


How Do You Like Dur 
Quasi-Futuristic Mag? 

In the year 2050 you’ll play 
video games using your 
whole room. You'll hook the 
base of the system to your 
wall and as the system’s 
CPU analyzes the space, a 
little guy will appear. The 
computer will set an envi¬ 
ronment, and you'll he able 
to move the guy around 


within it. You can even use 
the whole house! 

Jean Cltfford 
Minneapolis, MN 

V I 

/ lA ^ 

I think that video games ill 
the year 2050 will be awe¬ 
some. They'll have a helmet 
that will connect itself to your 
central nervous system when 
you turn it on. When you 
touch something, you'll feel it 
as if its really there. 

Ian Potter 
Hamilton, ON 

By the year 2050 ,1 think the.' 
old Atari will come back and 
be popular as people think 
cheap! Then again, there will 
also be an ultra-expensive 
Thought Processor Unit * v 
(TPU). These babies will 
process the move you think of 
and reproduce it in the game. 
Also, did I mention that 
screens will be so small they 
could fit in your eye like a 

✓ / 
m 

Ford Heacock 
hihcland, Ft 

Instead of using TVs and 
consoles, you'll have a head 


visor and a single remote. 

To make it safe it will be 
solar powered, and you'll 
be able to connect simulta¬ 
neously with thousands of 
gamers worldwide. 

Josiah Johnson 
Via the Internet 

* 

I think in the future you'll 
have a chip in your head 
with all the games ever pro¬ 
grammed on it. You'll just 
turn it on and state the 
name of the game. Your eyes 
will go black for a second 
before the game starts. If a 
new game comes out you'll 
just buy a small chip, stick it 
on the chip in your head 
and download the game 
into the 90of your brain 
that you don't use. 

Jeffrey Grover 
Via the Internet 

\ 

I think that in the year 2050, 
there will be holodecks like on 
Star Trek. 

James Chamberlain 
Via the Internet 

By the year 2050 the Game 4 
Boy will have evolved into a 
lightweight helmet with 
high-definition stereo vision 
and data gloves for control¬ 
ling devices. There will be a 
microphone embedded in 
the helmet so that the player 
can talk with the simulated 
characters in the game. I 
think it will be possible to 
connect the helmet to a 


treadmill or exercise 
that players can move 
around the virtual landscape. 
I (W- Robert L. Sehuman 

Winthrop, IA 

1 think in the year 2050 you 
will put on an interactive 
suit of the hero of the game 
you're playing As an exam¬ 
ple: A new Mano game just 
came out, so you put on the 
same suit Mano wears to 
play the game. The suit 
would have a screep at eye 
level, and the movements of 
your body would be equiva¬ 
lent to pressing buttons and 
control sticks. Of course, 
they'll have to be sold in ^ 
variety of different suit sizes. 

Sam McDonald 

Via the Internet 
We received so many responses 
for this question that it f s obvi¬ 
ous there are plenty of future 
tecfi designers out there, Jt's an 
age of technological renaissance 
right now, and as we speed 
towaid.2050 r tt’ll be up to you 
to turn all of these gaming 
dreams tnto reality. Of course, 
the chances of any of the NP 
staff getting into one of those 
holo-suits in the year 2050 are 
relatively sltm. That is, unless 
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there's a game that lets you cat 
applesauce and play bridge. 


PuhlMhnr 

M AraUawa 

FiXktnr 4n CWcf 

Yashin Jsuhalke 
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Scott Pelland 


Belay that Up, Soldier! 

In 2050 there will be whole 
countries foil of Nintendo, 
due to the fact that the all- 
powerful Nintendo lord, 
Shigeru Miyamoto, dominated 
all areas not "Nintcndo-ized." 

Dan Feeney 
Via the Internet 
Shh! Don't start rumors as 
crazy as that! (lard Miyamoto 
would like to see you m the 
Ganondorf Punishment 
Lounge r Feeney.) 


, St/iff Wrtfprs 

Watte Blhldorff 
JfennirtT Villarreal 
Braw Williams 

CuMtrlbutlny Writ t*t 


Angel Ltpez • Cuyey, Puerto Pico 
They also both 


sang the Jigglypuff song, and 
get this—I got the part! I 
just wanted to say thanks. 

William Jones 

Barnwell, SC 
We're happy to hear that 
Jigglypuff could get you through 
such a tense moment, but how 
dtd you remember the words to 
that song? The part we always 
get stuck on is 'JFgglypujf, 


inexplicably 
hatch with shoes on. 

Zach Ah Her 
Via the Internet 
You're onto something there, 
Zach, and such a discovery is 
bound to stir up a hornet's nest 
of controversy. Should we love 
Koopas? Fear Yoshis? Is Yoshi, in 
fact, fighting his relatives for 
Mario's sake? Is **cladistics 9> a 
made-up word? Only time and 
intense further study will tell. 


FrtiorlTl C.wMUtolr** 

Pater Main 


Phil Roger. 


Pn*Juctlan Loan Itnatnra 

Corlnne Aghunaq 
Maguml Colson 
Machlho OfJiier 

QmIqh 'Pi->t » vt r -*rr 

Jay Wargtn 


Big Brain Over Here! 

Believe it or not, modem 
cladistics place Yoshi in the 
Koopa family! After studying 
several games that include 
the Yos'ter, Yvc determined 
that either A) Yoshis and 
Koopas share 


Him Lagan 


Samus Shamus 

In Volume 129, you said in 
response to a letter: ‘ The 
problem is, no one* knows 
what planet foe mysterious 
bounty hunter (Samus Aran) 
is from...” Well, I do! (And so 
do you!) Pull out Volume 60 
and turn to page 64. In the 
frame m the lower-right cor¬ 
ner of foe page, the dialogue 
says, "As the Pirates took 
over Zebcs, they also 


J/m Catechl 

Jonathan Bachs 
Tim Garret 
CaroI Walter 
Bavld Watorvmrth 
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Mushroom infestation 

Why arc there little mush¬ 
rooms at foe end of the arti- - 
dies in your magazine now? 
Are they some kind 
of signature? 

Samuel G. Smutz 
Via the Internet 
Well, our editor Wanted to' 
make the articles more lively 
and suggested putting a little 
"fun guy ” at the end of each 
one. Of course, m our igno¬ 
rance, m th 0 ugh t this 
meant "fungi" and 
started putting 'shrooms | 
in. Anyway, you can use 
the toadstools as a 
marker for the end of 
an article—a sort of 
fungal period. 

Jigglypuff Jitters ^ 

1 was trying out for l \ 

choir at my school, \ 

and the teacher let \ 

us choose our own ^ 

song to use. I was 
going to use "The 
Star Spangled Ban¬ 
ner," but I was so r\r\ a 
nervous that I for- 1 

got the words. So, I 


a common 
ancestor, or B) Yoshi is a 
primitive form of Koopa. 
Heres why: Our dinosaurian 
hero sports a colorful shell 
that is there from birth, even 
though it is not quite as big 
as that of the common 
Koopa. Both Yoshis and 
Koopas have the ability to fly 
(see Super Mario World). 
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GAME BOY TOP 10 NINTENDO 64 TOP 20 






Springtime. A time 
of renewal. The 

great cycle of the Power Charts comes full circle again. We have our eyes on two 
newbies this month—Donkey Kong 64 and Harvest Moon 64—both of which, in our 
humble opinion, are destined for Power Chart greatness as the seasons pass. 


A A 



Yes, we knowPokdmon 
Snap surpassed Bond - 

again—pleese try to keep 
the inpry letters to a 
minimum After all, we 
have e feeling that Bond's / 
successor, Joanna Dark, 
will have a few choice - 
words for the Pokemon 
craze when she debuts 
on the charts 
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Got Pokemon? The madness 
shows no siqns of slowing as 
Pokemon sweep the top three 
Game Boy games One has to 
wonder just what it's pomp to 
take to vanquish the super- 
effective chart toppers 
Another Zelda? Or will 
Pokemon Gold and Silver 
eventually inherit the throne 7 
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7. X-MEN (N64) 

{Tsmafum} 



if 9. SOUTH PARK RALLY (N64) 



WBOMBERMAN 3 (N64) 




12 


NINTENDO POWER 













































































i 


Letters, Continued.. 


PHONE DIRECTORY 


attacked an earth colony on 
nearbyK-2L" Samus is from 
planet K-2L! 

Jason Kemp 
Via the Internet 
Now that is some serious 
sleuthing. We have to beg to dif¬ 
fer, though, as wc don't feel that 
there’s conclusive evidence that 
the lone survivor of the assault 
on K-2.L was an indigent citizen. 
The planet was a spaceport, and 
the populace a mishmash of 
castawaysand pio neers from 
other earth colonies. Although 
Samus was there at the time.of 
the Pirates' attack, wc wouldn't 
be so sure she or her parents 
were bom there. 


Mario Party Minigame Play Caution 


No r/ C f 


(N)ice (S)tory. (T)hanksl 

I’d like to compliment yotitm 
your great NST Gamcmakcrs 
section! I have already 
decided Vtn moving to Red¬ 
mond right afrer high school 
and attending Digipcn col¬ 
lege for a degree in video 
game development. It ts hard 
to find studies that actually 
explain the way a game ts 
designed and what steps arc 
involved in actually making 
it. I would love to see It 


Nintendo is cau¬ 
tioning all users of 
the Mario Party 
video game (first 
sold in February, 1999) not to 
operate the Control Stick with 
the palm of the hand because of 
potential irritation to and blister¬ 
ing of the skin, and instead to use 
the thumb and forefinger. Never¬ 
theless, in case Mario Party own¬ 
ers may continue to use the palms of 
their hands, Nintendo will send them a free glove for each 
player to use with the game, upon presentation of proof of 
purchase and ownership. To receive more details, call the fol¬ 
lowing toll-free number: 1-800-521-0900. 


become a permanent part of 
the magazine. 

" Brian Ehlcrt 

- ^ Via the Internet 
As much as we'd like to do a 
monthly column on NST, it 
wouldn't be all that fair to all 
of our other great developers. 
You will be seeing coverage of 
them ik the future, though. 

With the release of 1Bionic 
Commando for Game Boy 


Color and Ridge Racer 64 for 
the N64, it's obvious NST is a 
team of the highest quality , We 
recently had the pleasure of 
touring their facility, and while 
it was great to see Crystalis for 
GBC (which looked awesome ), 
we were also stoked to hear 
that they're working hard on a 
Dolphin title. Oh, to be able to 
sec that! Wc can only hope to 
pretty soon... 




Ben Meson • Aina, Maine 


WRITE AWAY RIGHT AWAY! 


We here at NP have been playing Pokfimon Stadium and Tony Hawk practically 
nonstop, but we’d be lying if we didn’t acknowledge another game that sees action 
every day That game is Super Smash Bros We can’t stop playing it And since 
our competition is so tough, we need you to help us answer a question Who’s the 
best character? And why? Let us know before someone over here gets hurt 1 

NINTENDO POWER PLAYER’S PULSE 
P.0. BOX 97D33 
REDMOND, WA 98D73-9733 
E-mall: noapui$e@nintendo,com 



NINTENDO ^ 

__ POWER 0 * 

SUBSCRIPTION 
VSYSTEM SETU 
AND REPAIR 

I 1^800-255-3/lb 1 

ft-800-422-4281 TQDj 

l fi ■ mwD n m #imo 2 


Gjni*9pm Pacific tima 
Monday-Saturday 
fi ajn7 p m.Statday 
French-jind Spanish-spaa king 
representatives are nvailabla 




TALK TO A 
GAME COUNSELOR 


1-900-288-0707 

US $150 par minute 


,^- 900-451-4400 

Canada $2 00 par minute 


H-425-883-9714 TDD) 

6am -9|MiL Pacific tima, 
Mantfay-Saturday v 
Cam-7pm Sunday 
Callars under aga 10 naad to obtain 
parental paimission to call , w 


POWER LINE 


1 - 425 - 885-7529 % 

Prerecorded Game Tip® and 
Future Product Information 

Cat nows about recent release* and upcoming 
gamatfor all Nintendo systems Call for holp 
on Rasnent Evd 2, Donkey Kong 54, Jat Forca 
Gamm, Shadow Man, Hybrid Haovon, Duke 
Nukam Zaro Hour, Poktmon Snap, Super 
Smash Bros, Shndowgatn 64, Castlevama, 
Star Wins. Episode I Rocar, Quake II, Star 
Wire: Rogue Squadron, Banjo Knzooia, Yoshi's 
Stury, DnMy Kong Racing, Mortal Kombat 4, 
Mission. Impassible, 1030 Snowboarding, 
Quest 64, Forsaken 64, Duka Nukam 64, 
Bombarman 64, Quake 64, Mystical Ninja 
Star 1 mg Goamon, Mischief Makars, GaldanEye 
007, Star Fox 64, Super Mono 64, Turok 
Dinosaur Huntar, Turok 2, Doom 64, Star Wars. 
Shndows at the Empire and Mori si Kombat 
r nlngy fortha Nintendo 64 Thare's alao holp 
.^•r Supar Mann World YoshUi Island Supar 
Mano World 2, Donkey Kong Country \ 2, and 
k, Illusion of Gaia, Lufia II, Super Matroid, 
Secret of Evermore, Chratto Trigger, Final 
Fantasy 111, Supar Mano RPG, Breath of Fug Y 
mi II and Ultimate Kombat 3 fortha Super 
NES, Pokamon Rad, Blua andlWtow, Conkars 
Fackat Tales, Shadowgata Clnsic, Wnria 
Land II and DKL 3 for the Gama Boy and any 
Zalda game This call may bo long distance, so 
ba sura to gat permission from who war pays 
the phana bill balore you call 


NINTENDO 

POWER 

SOURCE 


www.nintendo,com 

E-mail, nintendo@nintendo.com 


Background Art Alphonso Orozco • Bellevue, Washington Submitted art becomes the property of Nintendo 


VOLUME 131 


13 

















EVERYONE 

CCNTEKT ItAJEMY 


©1993 Activision, Inc 


l( mould be simple to intro¬ 
duce this revieui uiith ci lot of 
exaggerated gushing about 
how top-rote Tony Hawk's Pro 
Skater is, but why not let the 
guru himself do the intros? 
Ule'll just sum up—incredible 
game, great multiplayer, sick 
pros, rad tricks. Tony? 


Ute'r© Nod: Worthy! We're Not Worthy! 



Nintendo Power: First—and were not just trying yourself or do you choose one of your buds? 
to butter you up here—we want to let you know that TH: At first, I played my character just to pull poos regularly. Now I choose 
Pro Skater is the best skating game we’ve ever- Jamie since his special tricks take less time to complete and an mon suitable 
played. Wc bet you’re pretty stoked with how it for combos. 

turned out, huh? NR What is your favorite aspect of the game? 

Tony Hawk: 1 never imagined that any game could TH: The fact that you can skate anything* without getting kicked out 
recreate the energy and authenticity of teal skateboard- Tony was kind enough to answer plenty more questions for us, but 
mg. / also never imagined that anyone other than skaters we can’t wait any longer to get into this game. Check out 
themselves would enjoy it so muck www.nintendo.com for the rest of the interview with our skating idol. 

NP: When you’re playing the game, do you skate as Now lets skate! 


Four Habits off Highly Successful Threshers 

Take it easy, fellow skatc-rat. We’ll get to the goods in a second, the ropes. There are oodles of ways to have fun in this game, and 
Before you can go carve the streets to pieces you’ll have to learn you should sample each of them to get your money’s worth. 


Career Mode 


6B34 rs <*o 



You may want to try a Free Skate to 
get used to the controls, but once you 
do, start trying to satisfy level chal¬ 
lenges with your favorite character 


Single Session 



Two minutus Time to thrush Try to 
put together the sickest run you can 
for mad points, then sit back and 
watch the whole thing on replay 


Multiplayer 



There are three modes for two playe-s. 
Graffiti lets you "paint*’ areas with 
stunts, Trick Attack is a points con¬ 
test, and Horse makes you mimic tncks 


Trick Tutarlai 



This handy dandy mode not only makes 
for great viewing, but also lets you 
learn all of your skater's basic moves 
before you hit the streets for reai 
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The Pros 


These skaters are good. Better than good. 
Although they go large all the time in 
real lift, their adrenaline-soaked lunacy 
and lack of bodily concern can't compare 
to what their cyber-incarnations can do. 
Seeing the Hawk do a 900 is rad— 
•making him do one off the top of a 
building is downright mind-blowing. 


TONY HAWK 


£ 





Rick Flip McTwist 
Press: Rlghl, Right + top (• 

$40* Board Vnrial 
Press: Left, Left + right C. 

3RD' Flip te Mete 
Press; Dowe, Right + right C. 

• V 

Ike YDR' / 

Goto lot of air 

Press: Right, (town + right C 


Age. 

31 

Bore; 

USA 




Heme Tewe: 
Cor Is bad 


Teen Pro: 
16 

Sloort; 

Goafy 

Height: 

6 ' 2 


"Iff fall, HI always get 
up again" 


BOB BURNQUIST 


GCOFf AOUJ l€V 


BUCKY LAS€K 





.llil 

rrT’Mwi 


Oee Footed Smith 
Press: Right, Right + top C 

Backflip 

Press: Up, Dowe + right C 
Bomtwlst 

Press: Up, left + top C. 


Ar §: 

22 

Bore' 

Brazil 

Berne Tewe: 
Eecieitas 

Tear* Pro; 
Sevee 

Stoner: 

Regelar 

Height; 

SMI 




m 




Derk Slide 

Press: Lelt, Bight + top C 

DeoWe Herd Flip 
Press: Right, Dowe + left C 

Barhfllp 

Press: Up, (town + right C. 


Age; 

23 

9orn: 

US 

Heme Tewe: 
Huotiogtoo 

Yeors Pro: 
Five 

Stiere: 

Begelor 

Height¬ 
s'B 



Veriel Bed Flip Jude 
Press: Dowe, Up + left C 

Finger Flip Air Wilh 
Press; Up, Up + right C. 

lick Flip Mr Twist 
Press: Dowe, Up + left C. 


Age: 

26 

Bore: 

USA J j 

Heme Tewe; 
Carlsbad 

Years Pro: 
Hlee 

Stance: 

Begelor 

Height: 

SMI 


CHAD MUSKfl 


KAfi€€M CAMPBELL 


ANDR€W REYNOLDS 


A* 

M 




36D*Bewind Shove it 
Press: Right, Right + left C. 

Oee Footed 5,0 Thempie' 
Press: Right, Rowe + top C. 

Front Flip 

Press: Dowe, Up + right C. 


Age. 

22 

Rore: 

USA 

Horn# Towe: 
Los Aegeles 

Yeors Pro: 
Five 

Steen: 

Begolor 

B eight: 

S' IR 


A 



lirh flip Ueder Flip 
Press; Left, Lelt ♦ left C. 

Cosper Slide 
Press: Up, Dowe + top C. 

front Flip 

Press: Down, Up + right C. 


Age; 

25 

Bore: 

USA 

Berne Town: 
Los Atgoles 

Yeors Pro: 
Six 

Stance; » 
Begular 

Height: 

6 ' 






Triple Kick Flip 
Press: Left, Left 4- left C 

Heel flip to Bleet Slide 
Press: Dowo, Dowe + top C. 

Bach Flip 

Press: Up, Dowo + right C 


Ark 

20 

Boro: 

USA .. 

Borne Town. 
Buotiogtoo 

Years Pre: 

Three 

Stowe: 

Regular 

Heighl: 

6'2 


RUN€ GUFBERG I JRMI€ THOMAS I €USSA ST€RM€R 



Front Berk Kfrh Flip 
Press: Up, Up + left C. - 


Christ Air 

Press: left. Right + right C 

lick flip McTwist 
Press; Bight, Bight + left C. 


Age: 

25 

Sere’ 

Reomark 

Home Town: 
Costo Mese 

Tears Pre: 
Seven 

Steen: 

Begular 

Height: 




540* Flip 

Press: Left, Dowo + left C. . 


One Foot Hose Grled 
Press: Up, Up + top C. 

Proof Flip 

Press: Dowe, Up ♦ righl C. 


Age: 

24 

Bore; 

USA 

Heme Tewe: 
leriaifos 

Yeors Pro: 

Six 

Stiiice: —- 
Begolor 

Height: 

SMO 



Judo Medonne 

Press: Left, Dewet + right C. 

Prime Grind 
Press: Up, Up + tap C. 

Barhfllp 

Press: Up, Rowe + right C. 


Age: 

Undlsrlosed 

Sere: 

USA 1: 

Home Towe: 
fort Mjers 

Teors Pro: 
Ooe 

A 

Steere: 

Regular 

Height: 

5'4 

i 
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Warehouse: Woodland Hills 


They probably should get a better security system at this ware¬ 
house, but hey—if the doors open, its time to skate. Excluding 
the three courses you’ll skate m the competitions, this is the most 


compact area you’ll experience. While you’re looking for boxes to 
destroy and collecting letters and bonuses, get used to negotia ting 
ramps, quarterpipes, rails and halfpipes. 


Objectives 


Earn 5,000 Points 
Smitsft 5 Boxes 
SpnII S-K-A-T-E 
Find Hidden Tnpn 
Earn 15,000 Points 



Cleon House 


Grind It Upl 



You'll have to figure out linked tricks on 
every level to beef up your score, since 
two tapes are dapendent on racking up 
points Start this one by hopping onto 
the rail above the quarterpipe. ’ 


Do some sort of smooth grind up top, 
tha n land with another grind on the 
rim of the quarterpipe You'll need lots 
of spesd-if you start to lose your bal¬ 
ance, ollie again and grind again 


finish the tnck off with a final ollie 
over the gap onto the rail right next to 
the helfpipe Because you've linked so 
many tricks together, you’re going to 
rake in huge points 



Every level hes five items 
what you'll need to find In this 
case, the items are stacks of 
boxas Find the first to the 
right of your starting point. 


Spell S-K-fl-T-C 



This area is the smallest in 
the game, so it shouldn’t be 
hard to track down all the let¬ 
ters. Hop over the left side of 
the halfpipe for the T, 



Your second smashable stack 
of boxes is on a tabletop on 
the nght side of the room, 
right ovar the halfpipe Ollie up 
and commence vandalizing 



The A is levitating over the 
half-buried cab in the rear of 
the room It's easy to reach, 
so do something cool when 
you grab it, for Tony's sake* 



The next stack rests to the 
nght of the big ramp—keep 
rolling up and over the quar¬ 
terpipe by pressing forward 
on the Control Pad or Stick. 



Ybur fourth stack of boxes is 
ne stled on the ledge across 
the room from the halfpipe. 
As long as you ollie high 
enough, it'll he no problem. 



The last stack is on tha jut¬ 
ting edge of the quarterpipe in 
tha canter of the far wall 
Just be sure to press forward 
es you approach the lip. 



The K is high up on the wall in 
the rear of the room, so build 
up a good head of steam, pop 
off the top of the quarterpipe 
and grab it posthaste 



Yeah, we're going out of 
order-so wnat? This isn't a 
spelling bee Ollie over the 
small ramp gap near the pool 
of wl to nab yourself en S. 



The conclusion of this spelling 
lesson comes on the midlevel 
between the mam floor and 
the ramp up to the top room 
The E will be yours. 


Hidden Tope 



You can get the hidden tape right off the bat 


if you know where to look There's a small, 
glessed-in room above the halfpipe-bomb 
down tha ramp and launch through rt to find 
tha tape. 


fl UJorld-Shotterlmg Kickfllp McTuilst 



We'll use different skaters for all the levels, but we'll start with Tony because ha's grrrrreatl This saucy tnck 
will help you get the Pro Score tape Cruisa from the top with your Special Meter rolling, then do a Kicktlip 
McTwist as you bust through the hidden room. If you can land on the rail on the othar side, you'll get even more. 
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School: Miami 


If there was ever a school this skater-ftiendly, it'd have an admis¬ 
sions waiting list a mile long. Huge jumps, empty pools, long 
railings and quarterpipes galore grace the school grounds, and if 

Objectives Gimme Lovin' 


you fed like exploring, you can find shredible goodies on the 
rooftops and inside the gym. Just remember that you should 
take a break every now and then to do a little homework. 

Flipper 


Ism 7,500 Points 
Grind 5 Tallies 
Spoil S-K-fl-T-E 
Hnri Hidden Tapn 
Eem 25,000 Feints 



Lunchtimel 



We’re taking Kareem Campbell on a Grind the edge of the planter below- 
school field trip, and there are all sorts you'll get a linked trick bonus plus the 
of nasty maneuvers he can bust Do a ‘Gimme Gap" bonus. These special 

cool trick off tha awning you start on bonuses are imbedded in every level, 
and line up the planter below. so think and skate creatively 



Meter, press Down, Up and right C to 
do a front flip VbuTI get crazy points, 
but be warned If you don’t get enough 
air, you’ll crash hard. 



Nothing says 'Grind Mel” like 
those school lunch tables, and 
there are five of them to track 
down on tha school grounds. 
Dne is nght at the start 

Cnglish Class 



Turn around and hoad down the 
left ramp toward the pools 
Bang e herd right at the bot¬ 
tom of the ramp to find your 
second victim near the wall 



Head past tha pools and stay 
left to find the third table You 
may want to ollie early to land 
on the tables, otherwise you 
might jump over 



The fourth tabla is near the Head over tha small bridge 
bottom of the huge set of spanning the drainage ditch to 
stairs leading back up to the find tha fifth and final table 
gym Ollie high, hold top C and Once you've marked it with 
gnnd your way to glory your board, the tape is yours 



Today, class, we're going to 
learn how to spall the word 
"Skate" Does anyone have a 
guess'? From the start, ride 
the big stair railing for the S, 


At the bottom of the Iona 
staircase, go straight ana hit 
the ramp Drop some stupid 
science as you fly through the 
K with the greatest of ease 


Tha A is on a direct line as 
soon as you land, so go full 
steam ahead. Do your best 
grind along the little ridge to 
snare tha Tetter in style 



Keep rollmg until you enter 
the halfpipe area (man, if only 
our old school looked like this) 
Catch soma eir on the right 
side to catch the T. 



See, spelling can be fun! The E 
is nght there as soon as you 
exit the halfpipe Grab it, then 
celebrate by bombing into the 
pool and ripping it up 


Higher education 


** mi 





First, fastplant onto the 
tabletop on the gym roof 
Ride tha rail onto the awning 
over the big staircase and 
leap for the Hidden Tepe, 
which has slipped the surly 
bonds of earth. 


Riding the Rails 



Thera are plenty of chances for huge points 
on this level (try the pool-to-pool transfer 
for serious fun), and wa recommend the fol¬ 
lowing Ride the left edge of the wall along 
the huge staircase, then ollie over to the rail 
itself At the bottom, ollie right again and 
land on the ridge for a payload 
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Moll: New York 


We figured we'd, you know, stop by the mall, grab a latte, check out 
the latest vids at the arcade, maybe kick it by the food court for a 
while. Unfortunately, the mall was closed. So, instead of getting 


our mack on in front of the record shop, we were instead forced to 
break in and shred like there was no tomorrow. What other 
chance would we get to jump a whole escalator? 


Objectives 


Cam 10,000 Points 
Oestrov 5 Directories 
Snell s-K-fl TE 4 
Find Hidden Tana 
Cam 304100 Points 



I Take the Stolrs 



There's a distinct downhill flavor to 
this entire run, so you'd better make 
gravity work for you Get funky so 
your Special Meter is kicking by the 
time you reach the top of the stairs. 


And now, go big We're letting Chad 
Muska go on this particular shopping 
spree, so as we launch off the top 
step we'll cue up a big old switch 
Front Flip to impress the mallrats. 


Of course, you won't get credit for any 
trick you perform if you don't stick the 
landing If you do manage to pull it off, 
you'll receive a hefty bonus for 
clearing all 16 stairs 


Vou Were Here 



Time to confuse shoppers. 
After breaking through the 
wall of glass (wnonng those 
pesky "Closed signs) head up 
the ramp for the first directory. 



If you have the skills, kaep rid¬ 
ing and pop through the foun¬ 
tain gap to find the second 
directory Otherwise, climb 
the next ramp and backtrack. 



The third directory is right Pass Hawk's Skate Shop and 

outside the dubiously named look for the fourth directory in 
Pizza Face restaurant As front of the giant double arch 
tasty as a slice would be, keep sculpture set in concrete You 
rolling down the escalators can't miss it. 



This level is pretty linear, so 
it's easy to find the last direc¬ 
tory. It$ located at the top of 
the stairs that lead to the exit 
of the level. 




Tha K is located down on the 
low road It's across the way 
from the coffee shop, nestled 
along e nicely grindabla wall 
planter full of bushes 


The Sis simple Pull some 
crazy tricks on the two quar- 
terpipes leading down to the 
mall entrance, than grab the S 
off the left wall as you ride by 


If you want the A, take a slip 
'n' slide on the left-hand rail 
bridging the ornamental pool. 
If you miss this obvious letter, 
you'll be all wet 


\bu'll heve to revisit that 
bizarre sculpture between 
Sporker s and the Drugstore 
to find the T It's hidden at the 
tail end of the artwork 


The E is right there in broad 
daylight as you head outside 
The only problem is reaching 
it—just launch off the ramp 
before the small pool. 


Spelling Lesson 


Take o Flying Leop 


Coffee—To Go 



This is a toughie Get your Special Mater up, 
then launch off the upper ramp and land on the 
light tracks above the pool Gnnd, then ollie, 
then gnnd again to reach the Hidden Tape 



tijiiiuwi 

• m 


4mm 




This is a nice little move to start your run Crash through the entryway and roll up the ramp, then stay left Line 
up the innocuous rail poking cut of tha platform and hold down top C to grind it Ollie off the end and land on the 
rail outside the coffee shop Your prize will be a free moche grende—no, actually, just a lot of points. 
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Downtown; Minneapolis 

The friendly streets of nighttime Minneapolis are filled with sweet tending with the cabs is a minor annoyance,you should be pleased 
open areas, huge airs and cabbies who will broadside you at 40 to try your skills out in such a wide-open space. There is a down- 
miles per hour and then tell you to stay off die streets. While con- side—getting from place to place takes a while. 


Objectives Bock to the Grind 


Ear* 15,500 Poftts 
Break S Signs 
Snell S-l-A-T-l 
Find lid do* Tape 
Earn 40,000 Polais 




Just like at the mail, you can nab a ton 
of points right off the bat m 
Minneapolis. Elissa Steamer's helping 
us demo this move—watch as she 
deftly allies onto the rail right at 
the start. 


Qllie off the end end push right to lend 
on the next rail Again, you can use 
either tha Control Pad or Stick to 
move your skater, but wa recommend 
tha Control Pad for precision 


Pop of f the end of the rail end I and e 
perfect grind on the edge of the ramp 
poking out of the street mouth. Just 
watch out for dangerously speeding 
cabs when attempting your dismount. 



everywhere There Are Signs 



What do those signs say? It's 
touah to read them when 
you re shattering them at top 
speed The first one is at the 
entrance to the fountain park 



After getting rudeboy on the 
quertarpipes ringing the foun¬ 
tain park, head for the exit to 
find the next sign. Line it up 
and knock it down 



As you exit the fountain park, 
you'll glimpse the third sign on 
a tabletop to the left If you 
push forward on the quarter- 
pipe, you'll hit it 



In the wide opan area near the 
biq Neversof t sign, the fourth 
pitiful sign awaits your 
destructive urges Show it no 
mercy and skete onward. 



Keep on riding tha streets on 
the upper port of town. Near 
the transition to the lower 
streets, you'll find the fifth 
sign tucked in an alcove 


More fun with Letters 



This time let's spell oh wait, 
we're spalling SKATE again 
Immediately ollie onto the 
upper-right level, then ollie 
onto the rail to get the S 


Bang a left into the fountain 
park and do something cool as 
you fly over the fountain to get 
the K You never know, there 
might be people watching 


*- 1**7 | 

1 

V 

1 


Your next letter is up the 
street, so swerve into traffic 
end hand into the wida-open 
pavilion outside the glass 
facade The A is on the wall 



After you grab the A from its 
lofty perch, nda up the 
ramped tow truck to enter 
theskybridge The T is up 
there, welting to be snared 



Tha E is directly above your 
haad when you begin Take the 
upper street and launch off a 
ramp to reach the rail way up 
there Grind and grab 


Big flir 


Cornin' Through! 



For the bidden tape, roll onto the rooftop 
party zone that's flanked by quarterpipes 
Build up speed and then take a leap through 
one of the gaps toward a distant building 



That glassed-in skybndge is justtoo tempting Carve up the streets until you're feeling Special, then hit one of 
the ramps at full speed Not only will the full Special Meter give you enough speed to clear the walkway, it'll also 
let you do, say, an Elissa Steamer Beckflip. Land this monster trick if you want to roll in points. 
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Downhill Jam: Phoenix 

The Downhill Jam is all about high speeds and huge jumps. It’s the hill, you’ll want to put together a nice run that naturally links 
laid out like a snowboard park—full of rails, kickers and a half- tricks as you head downhill. If you want to stall out and spend 
pipe in the dam that’s to die for. Since it’s difficult to backtrack up time in any one place, make it the halfpipe. 


Objectives 


lam 20,000 Points 
OpBnSVBim 
Spall S-K-A-T-E 
find Hidden Tape 
lam 40,000 Points 



Turn to the Dork Slide 


Dom, He's Good 



Geoff Rowley's our men for this run, 
end he's hungry for points nght off the 
bet Using his unquestionable skills, 
ollie off the transition onto the pipes 
at the start of the course 


By the time you reach the two pipas 
over tha huge crevassa, your Spacial 
Meter ought to be up and running Tap 
Left, Right and top C to Darkslide your 
way down the pipes to point mrvane 


Tha dam's natural halfpipe shape 
makes it the perfect place to hang out 
end np huge tricks In this case, Geoff 
has built up enough spaed to land a 
Double Hardflip Not bad at all 


Stort f lowing 



Vbu have to gat the watar 
back on, so be on the lookout 
for valves to annd Ollieoff 
the ramp at the beginning and 
grind the pipes for the first 

Speii Check 


Vblve number two is on the lip 
of the second big ramp as tha 
course snakes around to the 
nght If you hit the first ramp, 
you'll miss it for sure. 



Tha third valve cen be tricky Build up speed and shoot 
Ride up the ramp on the left down the canter of the 

as you approach tha mouth of course The ramp at tha base 
the halfpipe and ollie onto the of one hill launches you onto 
pipe that bridges the entry the butte where the fourth 

valve hides. 



Tha final valve is tough to sae 
but easy to hit. As you ride 
tha left ramp down to the 
rece's finish, wall-ride the wall 
on your right to hit it 



tou shouldn't have any prob¬ 
lems getting the S Just go 
off the left side of tha first 
remp you see to pluck the 
first letter from the air 


Don't get too fancy in the area 
leading up to the K or you'll 
miss it As you approach the 
pipes before tha naif pipe, nail 
the ramp and grind for it 


The A is on tha dam's upper 
deck, and if you don't nde the 
pipe across you'll have to climb 
the hard way Hit the quarter- 
pipe up top for tha letter 



If you're going too fast (and t 
now, you will De) you might 
miss the T Even if you don't 
hit the center jump, it's easy 
to backtrack to this one. 


Getting the E is extremely dif¬ 
ficult Build up a good head of 
steam at the and of the level 
to lump and raach the upper 
rail on the right. 


ftfrofd of Heights? 



This one's e real pain Rida the exit pipe off the top of the dam then ollie over the 
gap, onto the higher ledge and over the second gap If your Special Meter's up, 
you'll have enough spead to leap to the top of the butta and grab the Hidden Tepe 


Tough Trick: Huge Poyoff 



Remember how hard it was to get the E? Do it again. Ollie up there with as 
much speed es you can muster and ride tha rail Ollie and grind agem, then 
drop down to the lowar rail for tha Neversoft Electric Gap bonus. 


sm 
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Streets; Son Francisco 

Even though this would be a natural city to cover in fog, those you have to watch out for speeding trolley cars and poorly driven 
talented programmers at Activision have created a beautiful ren- VW buses foil of crazed hippies, but it’s a small price to pay for 
dering of San Francisco for your shredding pleasure. Of course, the chance to do a 360 Japan Air over Lombard Street. 


Objectives 


lasck fiites 


Earn 25,500 Paints 
Wrack 5 Can Cara 

SIMII SKATE 
Rim Hidden Tape 
Earn 50.000 paints 




Bucky Lasek has no fear, and as a 
result it's no big thing for him to rip this 
dangerous trick After pumping up his 
Special Meter with a variety <rf sick 
moves, ollie off this ramp. 


Not only does Bucky clear the walk¬ 
way's "Hubbe Gap," but he also has 
the presence of mind to pull off a 
crazy Fmaerflip Airwalk as he soars 
through tne air Quality work for sure. 


And, of course, the impeccable land¬ 
ing. You must always be sure to have 
one end of your board pointing in the 
direction you're going or you'll pay the 
price—spot your landing early 



Disrespect Authority 


Try not to do this in reel life, Another of our nation's finest 

but in Sen Francisco your m.o. hes elected to park his nde in 

is to trash a few cop cars. The front of the donut shop 
first is right next to your Seems like a strange piece for 
starting point. a cop car to be M 



There's e pair of police cars 
togather neer the entrance to 
Chinatowa Be ceref ul of trol¬ 
leys here, as their turnaround 
is up the hill. 


Spell or Dlel 



tou mey want to pick up the K 
as you go down Lombard Stick 
to the flower beds on the right 
of the street and smash the 
glass at the bottom. 


San Francisco is e large level, 
end its letters ere extremely 
well hidden. If you take a left 
off Lombard end head up the 
ramp, you'll find the S. 


Head up through the arches to 
Chinatown and pull a fat air 
over the transfer at the trol¬ 
ley turnaround Ybur reward 7 
A pristine letter A. 



The E is hidden me sweet bowl 
inside a nearby building Build 
up speed on the ramp across 
the street, then ollie through 
the glass for your prize. 


It's a good thing you're imper¬ 
vious to broken glass Ollie off 
a roadside planter and smash 
e window for the T-you can 
exit down the spiral ramp 


The lest car is fairly obvious 
Once you find it sequestered 
in a corner near the sculpture 
in the Embarcadero, trash it 
with all speed 


Through the Pogodo 



This is a doozy Jump onto the fountain remp, then keep hopping the building ledges 
Circle up the final building and launch off the rooftop ramp to get the tape atop the 
pagoda 


Klckfllp McTuilst Vorlol Heelfllp Judo 



tour best bet for big points on any Don't go back to the same move 

level is to make the most of your too many times Sure, this Varial 

rider's special moves. Build up the Heelflip Judo is worth some serious 

Special Meter by using lots of van- points the first couple times you do 

ety, then stick sweet moves like it, but it'll decrease in value mcre- 

this querterpipe Kickflip McTwist. mentally every time 
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Skoift Pork: Chicago 

There are three competitions you can enter over the course of and flawless skating. Impressing the judges is no easy feat, and 
the game, each of which comprises three heats. Basically you competition is extremely fierce. You'll be judged on your best two 
need to put together a minute-long run full of variety, cool tricks heats, so don't worry if you screw one up. 



Burnluiist 



Every competition track is 
small, and Chicago is no dif¬ 
ferent Use this halfpipe to 
wm some favor with the 
judges—busting out massive 
tricks like Bunquist's 
Burn twist is a good way to 
get the job done in style 


Poolside 


floise (he Roof 



Don't forget to grind 1 There 
are plenty of places to bust 
out Bobs One-Footed Smith 

S rind, and a good place might 
e the oddly shaped pool, 
which offers all sorts of pos¬ 
sibilities to the discriminating 
skater 



This is the whopper Build up 
your Special, then charge 
toward the backside of the 
halfpipe Press forward as 
you ollic off the top, then 
hold down top C Vbu should 
grind the rafters for a stun¬ 
ning number of points. 


Surnside: Portland 



As per usual, linking up grinds 
will earn you a tremendous 
number of points Ride the 
curvy rails as long as you can 
but be sure not to lose vour 
balance The judges deduct a 
ton for falling, so riding clean 
is vital 


The rafters of a highway 
bridge offer shelter to this 
skate park, and you should 
make the most of them If 
you can ollie off one of the 
quarterpipes through the gap 
in the bridge struts, you'll 
score big with tha judges. 


Every now and then, you just 
want to take a break from 
the hectic speed skating 
Handplants can earn you 
plenty of points even though 
they cut down your speed. To 
do one, just prass back and 
top C just as you hit any lip 


The second competition takes place at the real-life skate park park are very skater friendly with smooth quarterpipes and 
called Burnside, which has been reproduced in great detail from gnndable lips. Spending time in the small eyeball pool will be 
the Portland, Oregon, landmark. Most of the parameters of the worth your while if you can handle the tight transitions. —* 

Hit the Links Bridge Work Grob Hold 


ftasvmri; Nsui 

The final mystery. It’ll take you a while to collect enough tapes to gamer an 
invitation to this secret event, but it'll be worth it. Chock full of amazing half¬ 
pipes, transfers and extremely hard-to-impress judges, Roswell rocks. 


Mystic (tune iiiegof flffen? 



Vbu'll have to skate your bust 
to take home a medal on this 
course, and that means all 
your special moves have to 
come out In this cese, Rune 
GJifberg makes a Kickflip 
McTwist look easy 


It wouldn't be Area 51 with¬ 
out the gratuitous captured 
alien Head through the arch¬ 
ways on the border of the 
coursa to find, among other 
things, this charming scene 
and a captured saucer. 


Phone Home 



As you exit the alien area, 
jump into the air and grind the 
first rail you see Hop the gap 
and grind the next, then try 
to ollie the next gap onto a 
third rail The "E.T" grind is 
out of this world 



The Fun Never Stops 


It really doesn't. This 
game has so much 
replay value it's absurd. 
Whether you’re trying 
to unlock a hidden 
character (is there a 
problem, Officer?), 
unlocking levels with 
each skater or going 
for gold on all the com¬ 
petitions, you will 
never, ever get bored of 
shredding in this 
game. Just don’t try 
this stuff at home. 9 
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x Disable Internal Security Systems 


The I wa earnerea on the roof 
allow detaDyne sec uni y to keep un 
eye on tkings, even though the eree m 
sparsely petroJIed You can hit one of 
them from the pletform halfway 
down tha ramp. Tke second cemare 
is on a wall neer tha bottom of the 


MISSION l 


Breaking into a secure corporate office buildingisit't very difficult. Getting 
back out in ooe piece is another matter. Find the scientist defector inside 
and deliver him to the Carrington Institute for interrogation. 


Central - Defection A stealthy entry is the first order of business. The 

rooftop is the only soft spot in dataDyncs security sys- 
kflBS tem, so you’ll be dropping in for a little visit, Unfortu- 


Agent ■ Special Agent r Perfect Agent 

■ ■ /. Disable the Internal Security Hub 

■ 2. Obtain the Keycode Necklace 
2 Download Pro/ect Files 

4. Disable the External Cnmms Hub 


nately, your smooth entry will start getting rough 
you get inside the building, where guards abound. 


■ 5 Gain Entrance to the Laboratory 


Ybu'll Put an Eye Out 


The institute hes aquipped 
you with e powerful jamming device 
celled an ECM Mine tkat emits con¬ 
centrated electronic wkite noise. 

Allix it to the internal security huh 
just ieside the rooftop anclosure. The 
ECM Mine's ellact lasts long enough 
to get you into the building. 


Make skorl work of Ihe 
kendful ol guards on the top floor 
tken buzz yourself into Cessendre De 
Vnas’s office. The dateDyne CED hes 
an ell-eccess pass to the offica 
around her neck The keycerd works 
only il Cassandra is alive, sa hnoch 
her out with your fists. 


S Downloading Project Files 


w You'll need more I hanehey- 
S[ card to get to sensitiva information 
9 in the computer systam An unwilling 
~ assistant can be lound three stones 
k down from tke roof. Confront him et 
J gunpoint when ke walks out of kis 
9 office. He'll show you tke way to e 
% terminal end log in. 


That’s No USB Port 


Locate Die Cumms Hub 


If you lat your captive 
momentarily “escape,” he'JI lead you 
to a small room with an odcHookmg 
machine gun on the wall The Laptop 
Gun is e formidable weapon with e 
50- round clip Its sentry gun function 
is even more impressive Use it on 
the smell army waiting in the lobby 


In s room off the lobby, a 
wall-mounted terminal near the 
floor gives you access to dateDyne's 
communications system. Ybu may 
have to do a little searching to find 
the door, which looks like an ornate¬ 
ly decorated wall lt r s aasy to miss 
while you era fighting for survival 




oh-** © 


g Disable the External Cnmms Hub 


£ Gain Entrance to the Laboratory 


Buy yoursell some tima by 
preventing dataDyne security from 
celling in rainforcemants You'll 
probably have to fight off eeemies 
as you jam tke system witk en ECM 
Mine. Finish this objective quickly 
then finish the level. The guards will 
tear you apart if you're too slow. 


^ ^ Another decorated sliding 
hi door in tha lobby leads to the lebore- 
8 tory elevator If all ol your other 
' objectives ere complete, finishing 
5 tha level should ke e simp la matter 
Sj ol elimineting tha guards in the room. 
§ Dn Perfect Agant lavel, however, you 
e may ba clinging to life. 
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/Odt/Ofl When you step off the elevator into the 

basement of the dataDyne building, it 
will become dear something diabolical is afoot. Several 
labs are abuzz with secret experiments. Lurking in die 
shadows, a defecting scientist awaits your arrival. 


3* Shut Dawn the 


Sneak to the Stockpile 


n v n$ 



You cen lay your bonds on double 
CMP 150s if you moke it to the weepons 
cache before you ere detected by secu¬ 
rity. Hide from the guards, then distract 
them with the Com Spy end keocb them 
out from hehind Follow the robot to the 
meintenance area. 


w Experimental item 1: K-7 Avenger 

9 A moving hydraulic lift in a jSfJff*** 

^ leb will teke you down to a shooting MgaA- ^ 

to range below. The guard doing the 
*3 shooting should heve his bech to you, wm* 

£ so target him quickly before he terns 
K around. He'll drop the powerful K-7 
ffi Avenger,anesseeltnlle withe * v 

% threat detection function. ■ . . 


Holograph the Radioactive Isotope 

£ tit 

_ ' ^ w % 

The institute wants you to 
take holographic pictures of some 
radioactive materials in a shielded = ^ j t 
leb, but the room is far too danger- f —. ■ 

ous for na unprotected agent. Roll §r Jj 
out your Cam Spy instead The s. 

remote-controlled robot can naady * “ 
complete the objective. “ * 



Experimental Item B: Night 

A high-tech variation on night , Z 
vision goggles, the Night Sight, is the S 
next technology you need to steal 
Shoot through one of the panels in e 
glass case to grab the visor. You don't 
want to put it on in this level because 
the ebimdeoce of light will overload 
its systems, but you'll use it later. 


* Shut Down the Experiments 

H r Scientists and a few guards 
i occupy the active labs, so you'll need to 
J deer the rooms before you cen shut 
® down the experiments. In two of the labs, 

£ the scientists will pull the plug el ter you 
; confront them. The third scientist will 
C give you some trouble, however. Knock 
5 him out when - 

ers yourself. I 


Two terminals near the weapons cache allow you to 
5 reprogram the hovering maintenance robots so they will wander 
q through secere erees of the lab. You'll be elite to walk through a 
5 series of laser beam barriers by staying close to e robot that 
2 automatically turns them off as it moves through the passageway. 


Hack through the Door 

n Two detoDyne shock troop¬ 
ers ere on doty in e room with e 
locked door. Be careful not to 
destroy the computer that opens it 
in the shootout. Your handy Date 
Uplinb will break through the com¬ 
puter's defenses to give you access 
to the lest portion of the leb. 


Locate Dr. Carol! 


The lest experimental item 
is e high-tech shield that you'll find 
enemies using throughout the root 
of your missions. Unlike the other 
items, it's not in a large leb, but sit¬ 
ting on e table in e smell room Once 
you grab it. Objective 4 should he 
complete. 


You’ll need to go to the far¬ 
thest point in the leb to reach the 
defector. Dr. Carol I" is an artificial 
intelligence programmed to tecble 
complex scientific problems. Use 
the threat Detector function on your 
K7 Avenger to locate the autaguns 
near his location. 







Don’t even bother trying to be stealthy on your way 
out of the daraDyne building. Everyone knows 
you're there now, and they're gunning for you. Speed is 
important, since most of the objectives will present them¬ 
selves to you whether you're looking for them or not. 


Dr. Caroll will *»tay by your 
side throughout this 
level, offering you helpful 
comments like, M Are you 
sure you know what 
you*re doing?** If he takes 
too many stray bullets, It 
will prematurely end your 
mission. Try to stay In 
front of him when you 
move through dangerous 


Lights Out! 

E The Night Sight visor you 
' picked up m the lob will corns in handy 
et the veiy start of this level. The 
guards will turn out the lights, but 
your night vision will actually make it 
easier to target enemies When the 
lights go bach on, remove the Night 
Sight quichly, or you'll be Minded. 


Access the Foyer Elevator 

3 They’ve set up agauntlet of 
barricades and guards for you to run 
through on your way bach to thB roof. 
Don't leave any of ihevn steading or 
they'll cal ytfu down before you make 
it to the more dillicult areas of the 
level You also shouldn't waste bullets 
in a shootout—target their heeds. i 


Flying Tormentor 

' The most d engerous eeemy 
you II face on this level isn’t even 
inside the building. The pilot of a 
detaDyne hovercopter has no quelme 
ehoat turning his coworkers' officen 
into Swiss cheese il il means venti- 
lelmg you in the process He’ll blast 
you if you hesitate near a window. 


H It won't help to heep hitting 
the elevator button—you'll need to 
find an open computer terminal lo 
activate the ollice elevator. Fight your 
way through the offices until you tied 
e desh computer thee start baching. 
The hovercopter will harass you while 
you're doing it, so make it snappy. 


Some detaDyne employees 
will heve just finished putting 
together o Rochet Launcher as you 
arrive al the top floor. Eliminate the 
armed guard, grab the launcher and 
heed for the roof The other two 
employees mey yell and run eroand, 
but they won't cause you any trouble 


Eliminate Cassandra's Bodyguards 

Cessetdre's best trained security forces are the Stat¬ 
uesque femnle bodyguards who eccompeey the CEO every' 
where she goes. Their shotguns will do some mejor damage if 
they hit you, hut if you rae end sirefe wilh the CMP150, you 
should be able to lake them out. There era more of them on the 
covered portion of the rooftop. 


• Destroy the Hovercopter 

p " You hove only one rochet, eo 
- mehe your shot coent. If possible, 

9 lied a veatege from inside the baild- 
^ ing to blast the hovercopter. II yoa 
g cen’t lore the craft for a shot from 
5 the window, you'll need to shoot il 
from the roof. Use I he Loch-On 
5 I unction to target it. 


The final o hjecti ve m thie 
2 ? level shouldn’t he tough if you’ve 
g completed all the other objectives. 

^ Cassandra is waiting on the helipad 
^ where you started. Just get to her in 
5 oee piece to start e cits me ecete. 

£ The next time yoa meel her, she 
? won't make it so easy for you. 

















MISSION 



No one expected Cassandra De Vries to take the theft of Dr. Caroll 
lightly, but the speed of her response caught everyone at the institute by 
surprise. Her minions have taken over Daniel Carrington's villa. 




One 


Daniel Carrington is under guard somewhere 
inside the villa. Youll need to dear the area of 
dataDyne gunmen and bring the power back online 
before you can rescue your bass. Youll need to be fast and 
precise to complete the objectives. 


Carrington Villa - 


mission abfecttwBs 

■ Agent ! Special Agent Perfect Agent 
■| t Save the Negotiator 
■ ■ £ Eliminate the Rooftop Snlpem 
■■■ ^ Activate the Wind Generator 

■ 4 Locate and Eliminate dataOgnu Hackers 

■ 5. Capture the dataDyne Guard 
■ O 6. Rescue Carrington 


I 


Save the Negotiator 



u,| Jn On the Agent end Special 

2 Ageet levels, youll have to target 
JB two gunmen with your Sniper Rifle 
jC before they eliminate the negotietor 
g on the dock On Perfect Ageet level, 
$ you ere the negotietor. Pull up your 
g Laptop Gun on your inventory scree* 
P then shoot them quichly. 


Rooftop Rifles 



You eree't equipped with a 
Sniper Ritle on the Perfect Agent 
level, but it sure would be useful to 
heve one The snipers thet you've 
already token cere ot usually drop 
them on the rooftops. Target the 
ntles to shoot them off the edge of 
thehuilding. 





Eliminate the Rooftop Snipers 

V' - - |— 

You mey notice the sound of hullets whistling by your 
heed even when there ere no enemies in sight. Look up— 
there ore seipers on the rooftops who will teke the first 
available shot et you Move cautiously eround the perimeter 
of the building to elimieete the threet. 


Activate the Wind Generator 

® Turning on the wind generator is 

e three-step process, hut the steps ere 
ell right text to each other in die villa's 
hosement. Stert up the coolieg umt end 
turn on the power m one room then acti¬ 
vate the generetor it e room down the 
hell Be cereful where you shoot. 




I 




Capture the dataDyne Guard 

la most cases, you'll manage 
to complete this objective without 
evee thinking about it. There ere 
dozens of deteOyne gunmen running 
eround, so you'll need to deel with 
them es necessary. Usually the 
guard you need to subdue is just 
beyond the dock erea. 


Rescue Carrington 


The institute s patriarch is 
tied up in the wine cellar among 
moldieg bottles ot Pinot Noir. They 
left some ot the most tenacious 
guards on the deteOyne payroll 
down there to keep him thet wey. 
You'll need to keep moving eround 
the wiee reche to eliminate them. 





=2 


Eliminate the dataDyne Hackers 

Atter you get the wind generetor sterted, you'll get 
an urgent message ehout hackers upstairs ie the villa They 
ere about to access the institute's confidential systems. 
You'll heve limited time to find them, so make e meet el tote 
of the computer terminal locations. 
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Institute operatives have discovered that dataDyne is using the G5 
building in Chicago as a front for its operations. You need to find a way 
to get inside so you can gather more information. 


MISSION 


The gritty, rain-soaked streets of Chicago are crawling 
with police, FBI agents and dataDyne guards. You can't 
defeat all of them, so your best bet Is to enter the building 
as quietly as possible. Try to avoid hitting the innocent 
civilians as they wander through the crossfire. 


f Special Agent Perfect Agent 
t Retrieve the Drop Paint Equipment 

2. Attach the 1racer to the Limousine 

3. Prepare Your Exape Route 

4. Create a Vehicular Diversion 


First-Round HO 


m Stealth is the name of the 
level, but you'll gain nothing by hid¬ 
ing too long at the begiarang. Wait 
for the guard to turn around, then 
sneak up on him. Either hit or pistol 
whip him, but ha sura to knock out 
the civilian, too, before his scream* 
ing alerts the police. 


It's important to eliminate 
the agents in dark trenchcoets 
quickly—as opposed to civilians in 
lighter trenchcoets. These eagle- 
eyed enemies will cell in your posi¬ 
tion to the authorities, sending a 
small army your way to blest you 
with megnums and machine guns 


Havering Horror 

® Don't even bother trying to 
destroy the f lying security robot Its t 
shield will protect it against eny : 
weapon et your disposal. Avoid it by 
ducking lato alleys whan it hegins z. 

firing, or iust try to stay behind it. 

The robots machine guns will quick¬ 
ly end your mission. 


w n If you make It to the sowars 

0 without detection, you'll be in good | 
shops to limsh the rest of the mis- V 
sion Be sure to eliminate the £ 

trenchcoet-clad agent first, then I 

E finish off the rest of the garden- mft 
variety guards When they're gone, 
you'll be sote m the sewer. 1 ™ J 

S Jf 4 • # •• . A 

dS .:’Mn 

Retrieve the Drop Point 

Z - Another sewer tunnel holds 
^ supplies you will need to complete 
tt this phase of your mission. It's easy 
^ to miss the drop point et the far ead 
£ of the sower near one ot two exits 
| f to the street Grab the briefcase 
~ : jj containing a Reprogremmer and a 
? Remote Mina. 


u 1 Attach the Tracer to the Limousine 

Z ® Tho best way to attach the r ’ B'V 
•3 tracer to the limousine is by crawl- -p jL. 
51 ing to the sewer grate beneath it. S 3 SI 

Q Pop off the grate with the B \ R| 

5 Button, thea stick the tracer on the ,||55£ 

.j undercarriage. You can put it on the ll3[ 

hack bumper of the car, but you'll 
3 risk detection 


Prepare Your Escape Route 


A cab parked neor your 
& starting point will provide you with a 
5 diversion, allowing you to get inside 
" the G5 building undetected. Stand 
C near the ceb, than activate your 
S Reprogrammer. It takes several see- 
£ onds to reprogram, so keep your 
5 eyes peeled for enemies. 


Things are hound to get ugly 
§ once you're inside the G5 building, 

§ so you should set up on easy escape 
® route. Oea al several bricbed-up 
2 doorways olt the lire escape should 
5 da nicely. Plant the Remote Mina on 
g one of the upper-level doorways to 
* open an improvised route. 


\jj Gain Entry to the 65 Building 

6 m The diversion will give you 
your chance to slip inside the G5 
5 building. If you try to get inside 
Q beforehand, you will fail this ob|ec- 
- five. You'll enter the buildiag through 
5 the parking garage, which is marked 
g by a bright yellow sign. There may 
? he some guards there 


■ You'll have a few minutes to 
bill between reprogramming the taxi 
and the subsequent diversion It's a 
good time to plant the Remote Mine 
if you haven't already dona so. 
Otherwise, try to lay low in the rela¬ 
tive safety ot aa alleyway. There's 
no aead to keep shooting. 
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65 Bulldling 


Ef Stealth and precision are even more important in 
the second part of the mission than they were in the 
first. Sneak through the G5 building until you find the 
meeting conspirators, then steal a backup version of Dr. 
Caroll before you escape. 


5. Ex ft the Building 


Ghastly Guards 

11 r You'll get your firsf looh at 
cloaking technology in action in the 
G5 garage entrance. The guards 
there will continaally cloah, an do all 
end fire at yoa antil yoa eliminate 
them. Use the CMP150*s Follow 
Lock-On to target them when they 
ere cloahs. 


Teke oat fhe gaerds before 
fhey meha it to en elerm console. If 
they trigger the elerm, the conspir¬ 
ators will be alerted end your mis¬ 
sion will fail. Try to eliminate one 
gaerd by targeting him through a 
door, then chase dowa any other 


When playing Special and 
=! Perfect Agents, you'll need to tara 
8 off e series of laser barriers before 
you can access areas critical to the 
n mission. Their switches look very 
jft similar to elerm switches, so looh 
g at them cerefally before yoa deac- 
< tivete them. 


C The one objective exclusive 

2 to the Perfect Agent level forces 
9 you to access the erae beneath the 
* ramp yoa ased to enter the mein 
£ baildmg. You need to deactivate the 
5 generator by turning off a computer 
c monitor 8e cerefal not fo shoot vitel 
5 equipment located there. 


^ Holograph the Meeting Conspirators 

■ ■■■ yoa won't be able to take 
- pictures of the meeting youreelf— i^ggr; Pr 

9! the ductwork is too narrow to [ pQ w o fa 

allow access. Use your remote Cem m 

Spy to get a good angle on the 
$ action. Once the objective is com- 
'£ pletod, yoa'll be treated to a y ^ 

5 lengthy mid-level cinema scene. 


£ Retrieve the Or. Caroll Backup from the Safe 

5 a It's easy enough to find the 
- safe upstairs, but safely escaping 
5 with its contents can he tricky. 

~ Attach the door decoder to the safe, « ,JP m 

then exit the room. Guards will L 

r swarm to the room from all direc- ■ k|J|M 'W^SUm. 
£ tions Defend the room from outside x |Mi 

* until the safe opens. 


g Exit the Building 

C H ^ There's no trick to escaping 
- from the building. You just need to 
3 find the exit before the gaerds tear 
. yoa to pieces Ybur health may be 
low at this point in the mission. 

S Detonate the Remote Mine yoa 
g planted on the previous level to open 
< a messy doorway. 


BARK 


HORIZON 


As you delve further into Perfect Dark, the purpose of these dangerous missions will 
come into focus. The missions and environments will become more challenging and 
spectacular, building to an otherworldly conclusion that will blow you away. There is for 
more to Perfect Dark than just the solo missions, however. Rare has included a collection 
of multiplayer options in the Game Pak that is a separate experience in and of itself. 
Next month, we'll give you an overview of the pulse-pounding, multiplayer melee you 
can expect from this tide. •* 
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Call tor 
a store 
near you 

1-800-800-5166 


Shop 
by phone 



1 -800-800-0032 


Come in 
and Find Out 
More About: 


Where the World Shops for Interactive Gamesl 

■ Newest & Hottest Games! ■ Low Price Guarantee 

■ Large Selection ■ Knowledgeable Sales Associates 

■ Hassle Free Return Policy m PC/Video Game Trade-in Program 

■ Pre-purchase/Reserve List Program 
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What Tony Hawk s Pro Skater is to skateboarding on 
the N64, Ixcitebike 64 is to video game motocross. 
That is to say that it’s bruising, beautiful, challenging 
and huge fun. In every way, Excitebike 64 exceeds 
expectations and leaves the competition in the dirt. 


After our tour of left Reid U 
^eam for Exdtcbike 64 got 4 
of turning their baby inttJ 


0 POWER 












There's only one way to prove that you're the dominating rider 
in Excitebike 64 and that's to win all the rounds in the Season 
Mode. Beginning at the Novice level, you'll compete in three 
rounds of five races each then move on to Amatcut and Pro 
races. The one-player season covers both realistic indoor tracks 
and unbelievably extreme outdoor tracks with six riders com- 


Not only is the Time Tnal a great 
challenge, it also helps youlearn 
the intricacies of each course as 
you better your top times and race 
against your own Ghost 


It's not whether you w in or 
lost, it's ebout 
how high you 
canflyr 
Jumpin'Jim is 
the most bah 
IStej weed rider All 
four of his 

73 attributes are I 
dew] even \ 


"Better have extra film in your 
aLmna camera, 'cause 


I wbafs sweep'' 
! Winning may be 
* sweet, butSuga 
will fight to the 
bitter end Her 
Cornering attrib¬ 
ute is off the 
chart, but she's I 
weak on Turbo I 


\m{m am i/Ufi 

I'm puttin'on v 
show*" Ricky 
1^4 sticks his land- 
ingshkue 

i^V Romanian gym- 
I gg nast, but he has 
the lowest Turbo 
■ sotting in town. J 


BsgDogsbiL is bidder than 
gp his bark, sc Hat 
wlxm my nding do the J 
ape talkin' "Bobby ’ 
*lso lets his 1 
SET? Turbo dc som 1 I 
^ talking Its is ; r 
good as it gets, ^ 

■ Toot dh^s too i 


technique, (Ssapline and speed f 
control are the j 
. I fey, jod/hev’e 0// / 
tfmr This brash / 
nSg33 Bnfhes Turbo end i 
Jumping down / 


(wth/slerctfng 
andCoroanng 
aranotfwgto 
s/ng about 


h'-’tc/ump 


’/hope nondersgef inmy way 
'cticse rf they do, 
tfrey're going to 
be sa boo my 

ViH exftai/st'Mcky 


exbai/st' Vicky 
talks big, and sht 
backs/f up Wtfi 
no real weak’ 
nesses, she's one 
0 fthetopndvs , 


peting for the trophy. 


com- 


Ridors earn points for pi acmg m the top 
positions in each race Vbu'll open 
tracks as you progress through each 
Round, then open up the subsequent 
Rounds and even tougher competition. 


When four mud-thirsty nders get together with something to 
prove, the Exhibition Mode is where they do it. You can thrash yout 
friends on any of the Season tracks or go solo against CPU nders 
for practice. Even with four windows open, the graphics are smooth 
and fast. The choppy frame rate of other two-wheelers, such as 
Jeremy McGrath Supercross 2000, takes them out of the running 
as multiplayer champs. 


Exhibiting your talents isn't just a 
matter of speed In Excitebike 64, as 
in the original game, nders can cut 
off opponents and send them sliding 
through the dust 


I 


Excitebike 64 is full of awesome challenges, but none may be 
greater than challenging yourself for the fastest times on the 
20 Season tracks. Each solo run consists of two laps with the 
clock tallying up your fastest time. You can save a Ghost rider 
of your race on a Controller Pak, then load it up and race 
against yout Ghost to set an even faster time or let a friend try 
to beat your Ghost. 
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Most racing games stop with the basic modes—seasons 
and vs.—but Exritebil'e 64 doesn’t even begin heati 


until you pop into the Special Tracks n*n«l. *» - n • 1 ouxru- 

games are waiting to send you over the red line. 


No other two-wheelin’ game has anything com¬ 
parable to the Hill Climb. It’s endurance and skill 
wrapped into one, and the age-old challenge to 
become king of the hill. With a bike and a prayer, 
you’ll navigate steep inclines, jump crevasses, stay 
clear of sheer cliffs, and fight the fickle forces of 
gravity. After a few humiliating slides, you might 
settle for being peasant of the speed bump. 


The realistic 
physics model of 
Excitebike 64 really 
makes itself felt in 
this brutal hill climb 
The steepness of 
the si opes can 
make even the 
most balanced biker 
bite the big bump 



The original Exatebike was a side-scrolling game 
with lots of jumps, obstacles, and boost zones on a 
straight course. Left Field updated the concept by 
making it 3-D and plugging it into the game as the 
Excite 3-D Mode, You'll race against CPU riders, 
dodging soft dirt and speed bumps and steering for 
boost zones and jump ramps. Since the courses are 
straight, they’re an easier play than the Season races. 


The original 
Excitebikegame 
has been recreat¬ 
ed in exacting 
detail for anyone 
who doesn't shlI 
have an NES 
hooked up Its 
kind of like time 
travel. 



Desert races are the Iron Man competitions 
of the motocross world—exhausting, trackless 
marathons known for being held in extreme heat 
and getting nders hoplessly last. In Exdtebikc 64, 
you’ll head out across the towering dunes to check¬ 
points marked by bonfires, slipping on the sand 
and searching for the best route. The Desert course 
is randomly generated, so each race is unique. 


It's hard to main¬ 
tain a straight line 
as you charge up 
the sandy slopes, 
so reaching the 
checkpoint fire on 
the crest of the 
dune is more chal¬ 
lenging than you 
might think. 



Snccer 


Imagine an enormous soccer ball in a stadium, 
and you and your buddies all outfitted wich dirt 
bikes. What are you going to do? Try to score, of 
course. The Soccer game in Excitebike 64 
requires two or four players for head-to-hcad 
or team matches. The match is timed as in real 
soccer, so you just have to score more often 
than die other team, It's a real bicycle kick. 


When you're one 
motocross bike, 
you can’t turn on 
a dime like a real 
soccer player 
Strategy, speed 
and precise driv¬ 
ing are essential 
skills for playing 
motosoccer, 



me lime ut uirt When you foil to nail your landing, what do you suppose happens? That's tight, 

you say hello to the track in a very touching and personal way. The many faces of 
animated humiliation include tumbling, tipping and flying off your bike into haystacks, trees or whatever happens to be 
alongside the track. The variety and ■ M ^ 

quality of animation in Excitebike 64 are a Vl ^ 

couple mote reasons to get excited. 

























P I 1 n ij |l II | p tfthetvson^thin^ that separates motoczoss&om other motor sports, it’s the 
I I u u II II 1 I ait. Not the burning rubber or choking fumes, but the sight of a bike soaring, v 

through the sky and 'wheels turning ■- 

freely,released from the grip of gravity. 

Exdtebike 64 is filled with huge air — 
jumps that are practically orbital* 

Youll leap over canyons, trains, rivers 
and roads. Breathe deep and fly. 


Sfar 


Boldly ride where no one has gone before. Excitcbikc 64s tracks a single course. With 20 tracks in the Season Mode, plus the Spc- 
aren t real. In fact, they're better than any real-world course could cial Tracks Mode, the variety is unequakd by the competition, 
ever be, because they combine so many spectacular elements within We’ve highlighted six of our favontes courses, but all 20 arc gems. 



The sunbaked 
Canyon Chasm 
course on the 
Silver Round 
features a mine 
tunnel and an 
incredible canyon 
jump that would 
make Robbie 
Kmevel turn eround 
and go horn a 



Leftys Mill in the 
Bronze Round 
mixes asphalt and 
dirt surfaces on a 
winding, moun¬ 
tainous track 
Riders have to 
change tactics 
when they cross 
fromonesurface 
to the next. 



Indoor tracks like 
the race in 
Seattle may hold 
just as many 
thrills as the 
larger, outdoor 
races In fact, this 
track is so big 
that it spills 
outside into the 
parking lot. 



Excitcbikc 64 
crosses oceans 
and continents to 
bring you the most 
extreme courses, 
like this one in the 
Congo You'll 
splash through 
swollen jungle 
rverstothe baat 
of native drums 



The tight turns 
and short 
straightaways of 
the indoor track in 
LesVegesmake it 
an ideal piace to 
drop other riders. 
If you cant 
beat emwith 
spead, try some 
other tactic 



TheConstruction 
>brdin the 
Platinum Round 
may have the bast 
variety of all of 
the tracks 
Everything from 
haavy machinery 
to aqueducts 
helps build the 
excitemant on 
this course 



lit 
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Use jumps, turns and straight pieces to create 
your dream track on the checkered gnd After fin¬ 
ishing the course, name it and save it It takes up 
just eight pages on your Controllar Pak 


O H £3- 


The Edit Mode in the original Exate- 
bikc made the NES game stand out 
from the pack, and the versatility of the 
Custom Tracks Editor in Excitcbikc 64 
makes it the leader of the Paks for the 
N64. Players can lay down a wide vari¬ 
ety of pieces with ease, move them 
about in an indoor arena, and even 
change the look of the tracks, saving the 
finished design on a Controller Pak. It's 
the best course editor we've ever seen. 


There's even an option to create 
customized jumps and dips for 
use in your tracks You'll set the 
e levation and angle wrth a user- 
fnendly, 3-D modeling interface 


Th & EZ&tdh&iment 13 


It's a long ways from the classic 1985 NES version of Excitcbikc, but the upcoming Nintendo release of 
Excitebike 64 brings the franchise firmly into the present. Boasting sweet play control, state-of-the-art 
graphics, more modes and options than anything in its class, and the biggest fun-factor of any recent rac¬ 
ing titld»£xcitebike 64 It’s great gaming on the edge, and it’s almost here, 


^ mg title,. 
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YOUR SECRET HEADQUARTERS FOR THE COOLEST COOES ON THE PLANET 



TO ALL THE LEVELS-AND BEYOND I 


By now you’ve probably seen Toy Story 2, the movie, 
and you’d like to blast off at the speed of light to the 
last level of Toy Story 2, the game, 'cause you can’t wait to give 




that mean old Prospector the 
what-for. No problem. At the 
start screen where you sec 
Buzz Lightyear, use the Con¬ 
trol Stick to push Up four 
times, Down two times, Up 
two times and Down three 
times. Then zap! All of the 
levels will be opened faster 
than you can say, "To infinity 
and beyond!” 


Want to skip ahead to the show* 
down with the crotchety old 
prospector? Use the code and pick 
your level! 




THE BARRACUDA STRIKES AGAIN 

In addition to the level-skipping trick we showed you 
last month, the Barracuda code can make it very easy 
to take command or be conquered. Enter the Barracuda code 
on the title screen by pressingB, A, R. R, A, tight C, Up, Down 
and A. Once you’re playing a game, a few simple buttons will 
mean the difference between a victory and a complete failure. 



msteoti 


Whool Mission Accomplished! 
And all you had to do was press L, 
R and Up once the Barracuda code 
was in affect 1 


Save your dignity when you re real¬ 
ly tanking a mission by pressing L, 

R and Down to make your mission a 
failure 



THE PULL MISSION SPECTRUM 

If you have been playing Rainbow Six for a while and 
you’d like to try out your planning and leadership on 
some of the later missions, enter one of the following two pass¬ 
words instead of your pass¬ 
word: VZRFTMQ2G8SQ to 
unlock all of the recruit-level 
missions or FZJFTMR2G8RQ 
to unlock all of the veteran- 
level missions. Of course, you 11 
have to plan and execute the 
missions at the level you’ve 

not 


chosen, even if you’re 
ready for the challenge. 



All the veteran missions will be 
open, even to a rookie Can you 
handle the pressure? 





DUKE TESTED, DUKE APPROVED 

Plenty of cool modes become available once Duke 


has met the requirements in certain levels. But for¬ 
get that loser stuff! Enter these codes to get stuff you can't 
even earn! Duke would definitely approve. He’s that kind of 
guy. At the opening screen, enter Down, Down, A,Z,Z and 
A to enable Duke's one-shot-will-do-ya Action Nukem 
Mode. Entering Down, Up, A, L, R and Z on the opening 
screen will give you an odd 
gun that sports unlimited 
icy blue ammo, while top C, 
bottom C, left C, right C, L, 
and R will give you a rifle 
with unlimited ammo. To 
snag a shotgun with unlim¬ 
ited ammo, press Up, Down, 

Left, Right, L and R on the 1 ’ * tak , eS ' 

Action Nukem can put any alien 

opening screen. away with one shot in this mode 




















BIG BIKES CATCHIN' BIG AIR 

Can't you just smell the oil smoke in the air? 
l/ly Supcrcross 2.000 is dirt biking in top throttle¬ 
twisting form r and it only gets better with these codes. To 
access the* cheat screen, press top C at the Select Event 
menu. You can enter as many of the codes as you'd like r 
and you can use several at a time, as long as what they do 
doesn't overlap. So you couldn't have, say, the big bike 
code on at the same time as the big riders, small bike code. 
But if you need big riders, big dirt, moon gravity and the 
ability to hop all at the same time to keep you happy, you 
can do it. Keep your Classified Information close to your 
bike, though—you'll have to reenter the codes every time 
you turn the game back on. 


n 


THAT'S A BIG 
BIKE. BABY. 

Enter B16B1K3S and gaze in won¬ 
der at your new, giant bike it won't 
make you a better biker, but it will 
make you a bigger biker—and in the 
and, that's ail that mattars 



# 


RULE THE 
ROOST 

If you want to really sae the dirt 
fly, enter B1GSPR4Y Then kick up 
some serious soil right in tha face 
of the competition Df course, 
they can send a deluge of dirt your 
way, too, so watch out 



BIG BOYS 

Have a little dirt biking com¬ 
edy of the big-man-on-a-little-bike 
kind with the code G14NTS It's like 
a clown car, without the clowns. 
And the car 




MAD HOP SKILLS 

Ask any professional motorbiker 
how he does it, and he will say, 

"It s all in the hopping, man " You 
need to hop Hopping will change 
the way you look at biking Hopping 
is the futurel Enter HOP and hop to 
it with right C 




SLEEPY HOLLOW 
RACEWAY? 


For some reason, programmers 
can't get enough of the headless 
players And Classified Information 
can't get enough of the codes to 
unlock them 1 Enter H34DL3SS to 
make your noggin-impaired prac¬ 
tice rider come to life 



FOR SISSIES ONLY 

Well, maybe not But you can keep 
yourself from crashing by entering 
the to-the-point code, N0CR4SH If 
you stili manage to lose when this 
code is on, you might want to 
develop a new interest or two 



GHOST RIDERS 

Well, sort of Take control of the 
bikes without the riders by enter¬ 
ing N0R1D3RS DhhIScaryl Where 
did all the dudas in helmets go 9 No 
really Guys? I don't want to be 
elonel 



BLOCKING BIKERS 

In any normal race, the competi¬ 
tion would ba trying to get 
ahead-but they'd also be trying 
to block your way, too If you'd ika 
the computer players to make the 
race herder for you, enter 
BL0CKM3 They'll block you 



# 


A GIANT LEAP 
FOR DIRTKIND 

It's just one small step to make 
your racers act as if they were 
racing on the Moon Well, except 
for the part where they can't 
breathe and it's really cold. Enter 
MOON for moon gravity 
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HUT ONE, HUT TWO, HUT THREE-CHEAT! 

If you're going through pro-football withdrawl, you 
can bust out the oV NFL Quarterback Club 2000 
Game Pak and give yourself a first-down of fun. Set one of our 
plays—ahh—codes into motion, to make football the way it’s 
supposed to be- hard to play and entertaining to watch. 



CODE RESULT 


DBLOWNS 

EIGHT OOWNS INSTEAO 
OF FOUR 

XTRTMS 

MORE TEAMS 

BTTRFNGRS 

VERY EASY TO FUMBLE 

STKYBLL 

NEVER FUMBLE 

FLBBR 

SUPER-BOUNCY 

FOOTBALL 

BCHBLL 

EXTRA LARGE FOOTBALL 

FRRSTGMP 

SLOW-MOTION 

GAMEPLAY 

MRSHMLLW 

CHUNKY PLAYERS 

TTHPCK 

THIN PLAYERS 

BGMNY 

BIG COIN AT COIN TOSS 

HSPTL 

PLAYERS ARE EASILY 
INJURED 

RGBY 

RUGBY MODE 

PWRPYLNS 

HUGE PYLONS 

RCQTBLL 

RACQUETBALL MODE 

SLPNSLO 

SLICK PLAYING FIELD 

HSNFR 

SMOKING FOOTBALL 




And he bringeth 9B lives. Rayman for Game Boy is one 
tough little platform game, and when the challenge gets 
to be too great, you may want to set yourself up with 99 
of the armless, legless, necklcss wonder of the 20th century. 
To fill your energy meter, press B, Right, A, Up, B t Left, A, 
Down, B and Right. For access to the world map, which lets 
you choose which level to play, enter A, Left, A, Left, A, B, 
Right, B, Up, B, A, Left, A, Down and A. To give your 111’ Ray- 
man all the powers he can muster, press Right, Left, Up, 
Down, A, Up, Up, Down, B, Right, Right, Left, Left and A. To 
see the credits, hit B, A, B, A, A, B, A, A, B t A, A, A, A, A then A. 


07 99 RAYMEN ON 
W THE WALL 

Start a game, pause it, then enter 
A, Right, B, Up, A, Left, B, Down, 
A Right, B, Up, A, Lett to B and 
suddenly have 99 lives to live Take 
one down, pass it around, 98 
Raymertleft Take one down, pass 
it around- 




MO' MONSTERS, MO 1 PROBLEMS 


a Unleash the beasts within the Rampage 2: Universal 
Tour Game Boy game with these blood-curdling codes 
of destruction. If you'd like to play as the great ape 
George, enter the password SM14N1230. To send the gar¬ 
gantuan green gai Lizzie into action, enter S4VRS4560. For 
the ravenously wretched Ralph, your code is LVPVS7B90. 
Finally, for the malevolent monstrosity known as Myukus, 
enter N0T3T33210. You'll have a stable of monsters that 
would make any mad scientist proud! 



Look outl It's Lizzie, and she looks George knows a thing or two 

mighty hungry Someone call about stomping cities Why wait 
Matthew Broderick! to unlock him? mi have the codei 
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_ CONTHOL FflD ■»♦♦♦ big CHEAT WACKY HOT JUST FOR FUN SENT BY HEADER 
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CLOWNING AROUND THE COURTS 

Its showtime for 
some new courts and 
hidden players in NBA Show¬ 
time: NBA on NBC. To access 
the hidden courts, enter their 
codes after you’ve selected a 
team and your players. To 
find the hidden players, go to 

the Enter Initials screen and Crispy the clown* basketball 

, , . . prowess is no joke Enter the name 

enter the codes as the initials CRISPY and the pin 2084 for some 

and pin numbers. ser| ous clown- sty la ball 

COURT OR PLAYER CODE 


; 

a 


PLAY ON TEAM ONE’S 
HOME COURT 

!f +Z 

PLAY ON TEAM TWO’S 
HOME COURT 

+ z 

STREET COURT 

«ea +z 

ISLAND COURT 

HI +Z 

MIDWAY COURT 

* + A + B 

NBC COURT 

* + A + B 

KERRI 

KERRI 0200 

LIA 

LIA 0712 

RETRO ROB 

RETRO 1970 

WHITE HORSE 

HORSE 1966 

SMALL ALIEN 

SMALLS 0856 

LARGE ALIEN 

BIGGY 0958 

NIKKO THE DEVIL OOG 

NIKKO 6666 

OLD MAN 

OLO MAN 2001 

PUMPKIN 

JACKO 1031 

WIZARO 

THEWIZ 1136 

REFEREE 

THEREF 7777 

ISIAH THDMAS 

THOMAS 1111 



wmm 



SILLY CODES RALLY TO THE TOP 

T\ None of these codes will improve your Top Gear 
Rally 2 scores, but they will give the game an infu¬ 
sion of humor. Enter any of the codes at the tide screen, 
which will acknowledge that you've entered it correctly. One 
important warning from the code tester—don't use the spin¬ 
ning world code right after you eat a big meal. Its not pretty. 


DESCRIPTION 


BUTTON SEQUENCE 


TOXIC WASTE DUMP 

ft l ♦ 

SPINNING WORLD 

i m , ►, mm, ♦, 4 

REAL HILLS 

Efl9,¥, ♦, ♦.START 

SHADOW RACER 

**.*,♦* 

TALL CAR 

< , *. START, ♦ . ♦ 

LONG CAR 


NO TIRES 


TIRES ONLY 

v | 1 4 , 4 ! 

MONSTER TIRES 

► ► B3 » Ip 

CYLINOER TIRES 

A JJ + ♦ W 

> *■ » 4 - » ^ 9 FT 




WASTELAND 

This is what racing is like 
at toxic waste dumps, where 
it's all glowy and green, and it's 
very hard to see where you're 
pomg You won't, however, glow 
in the dark after racing this 
course Probably 



send codes td. 

P O BOX 97033 

re 0 mono,w* 

98073-9733 


ollQ 
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Visit wwwesrbarg 
or call 1-600-771-3772 
for more info 


Look for Army Meir on 


CAMEsar \ 

c&icm 
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AIR COMBAT “ 

A SOLDIER S 
CALL TO DUTY, 




The ONLY 4-player helicopter 
action on the Nintendo® 64 system. 




















©2000 Activision Battfazoneisa 
trademark of and ©2000 of Atari 
Interactive Inc, eHasbro company 


Don’t expect a retread 
□f Atari’s ciassic 
arcade tank 

game. This Fj 

year’s ambi- Cl 
tious model \ 

goes beydnd 3 y 

the previous HEf M 
caii of duty by ^ Ti 
setting its r 

sights on strategy j^|j^ 
and resource man- mm 
agement. Who knew j™ 
biowing things up could 
be so complex? 


Before glasnost, there was the Cold War and an arcade game named Battlezone. 
Much has changed since those years, including Battlczone, a 20-year-old tank 
shoot-em-up that has evolved into a four-player, armored fragfest and tactical 
warfare game* that rewrites the book on the US and Soviet Space Race, 


TWIT *7OX UIRR 


CONTEXT MTEI «Y 


Craves Battlezone for N64 is 
based on Activision's PC game ami 
bears little resemblance to the 
Atari classic axcept for its 
Arcade Mode, which is pere mech¬ 
anized warfare. 


Battlezone veers away from its 
tstahlishad steer an -sh ot setup 
with 35 objective-based missions. 

Th# giing-hn w*y t*i ^nn^iitr 
isie Pilot Mode. 


For stntoyy fans, *spirin| 
nommtls and Pattons can micro¬ 
manage the 35 missions in the 

more m P Uv 

thet eeebles players to set ep 
basee eed berk orders. 


Battfez ne's multiplayer features 
accemmodata up te two players in 
a special Strategy Mo le, while its 
’W^atci! and Racing Modes 
opee the field to four players. 
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Walker (Sasquatch) 

Tha lumbering Sasquatch is an adequate 
ly armed two-lagged vehicle. It's tha 
slowest of tha bench, but at least its 
superior armor will protect it on assault 
reus lor walks). 


The NSDF and CCA aren't rhe only 
teams you can select. The game's third 
team of armored vehicles is known as 
the Black Dogs, and it, too, has its own 
unique set of missions. If you play as 
this US faction, you'll have ten offen¬ 
sive missions to strategize. 


The Black Dogs are part of a US 
task force that uses guerilla tac 
tics and the same vehicles as 
the NSDF, but they’ve outfitted 
their units with different 
weapons 


Bio-metal was the real reason the US and USSRwerc engaged in the Space Race. 
The precious extraterrestrial resource could tip the balance of world power 
during the Cold War, so astronauts and cosmonauts harvested it from moons 
and distant planets with a fleet of armored vehicles. 


Light Tank (Stoli) 

Light tanks are baat for hit-and-run 
attacks. The Stoli is the Russian light 
tank, and its blazing speed and firepower 
make it perfect for patrolling your basa. 


Bomber (Grendel) 

When you seed to attack a basa and 
biddings, bombar vehicles will gat the 
lob dona. The Grendel is quick, and its 
armament packs a devastating pinch. 


Walker (Golam) 

By for the most powerful and heavily 
aimed vehicle in tha game, tha Golam 
plods at a re lac tent pace As long as 
spaed isn’t aa issue, tha Golam can atomp 
its way to victory. 


user ums 

E 

Scout (Razor) 

If yoa play as tha US team, or NSDF, you'll 
andartaka 1? missions and command spe¬ 
cialized vehicles Each plays a differeat 
role, like the Razor, your scout and the 
recoa tank. - 

Assault Tank (Grizzly) 

Unlike tha Razor, the Grizzly is heavily 
armed. The tank has afaove-everaga 
speed, armor and power, so raly oa tha 
assault vehicle often-aspecially for 
offensive manauvera. 


Missile Tank (Wolverine) 

If you’d rather strike using missilas, sand 
ia the Wolverine, an assault tank that has 
a bit more driving power and heavier (but 
sluggish) firepower than tha Grizzly. 


Light Tank (Bobcat) 

What tha Bobcat lacks in power, it 
makas up for in speed. But as fast as it is, 
its basic firepower makes it more suit¬ 
able for quick strikes thaa long, heated 
battlaa. 


Bomber (Thunderbolt) 

Tha ragged Thunderbolt sports tha maxi¬ 
mum power tor vehicles. The trade-off is 
that yoe’ll have to settle for being able to 
fire oily one type of weapon-a rocket. 




t t F urns 


Scout (Flanker) 

If you play as the Soviets, or CCA, you' 
have a Russian counterpart for avery US 
vehicle Tha Flanker fits the bill for 
scouts—fost-moviag and armad with 
rapid-fire wuapaary. 

Assault Tank (Czar) 

The Russian assaalt taak is the Czar, a 
high-powered tank with average armor. Its 
weapoaa are comparable to the Grizzly, 
and it'a reliable for most operations. 


Missile Tank (Tuskarl 

The Tasker is tha Soviet equivalent of the 
US Wolveriaa If yoa*re playing one of tha 
eight unique Russian missions^ynu’U be 
wise to whael it out often 




VOLUME 131 (43) 

^ » 1 . 


•« r? 


TLEZONE: rise of the buck dogs 












ME mil UK 


Everywhere you tread, the gravity m 
low, so you cea glide off ridges and 
over enemies on lower ground. 
Press R to activate your boosters 
as you catch air, then spin around so 
you touch dowa facing yoar enemy's 
bachside With yoar rival's weak 
spot la your crosshairs, you can land 
a few hits without retaliation. 


You’ll bt on the move a lot more than you ever were in the original Battlezone. In 
the N64 version, the enemy, whether it s the US or the Soviets, constantly closes 
in or makes decisive moves. To command a surefire counterstrike refer to the four 
basic maneuvers diagrammed below 


RIFE EF FIRE 


Like e vulture, circle around your , 
prey The blae teak represents yon, 
and the grey arrow showa the rec¬ 
ommended path. Whfia faced with 
e foe, tire away and heep it target¬ 
ed ee you sweep oat of its sights. 
To stop abraptly. hit the C Batton 
dial corresponds with the oppo¬ 
site direction of yoar current path 


EFEEM iil THE ERE55FKE 


PREEMPTIVE STRIFE 


Yoar fellow teah pilots will attack 
enemies automatically. Since they 
can fight for themselves, avoid 
driving into their line of sight. All 
fire, friendly or not, is demegiag 
The yellow tank below represents 
yoa, end the arrow poiats oat the 
best way to avoid interfering with 
teammates and tangling with 
crossfire. 





Enemy forces usually travel in val¬ 
leys If the terrain corrals an 
enemy wave into a predictable 
path, cat it off at the pass by 
launching mortars or leaving mines 
along its route At the very least, 
your trap will weaken the incom¬ 
ing forces-en effective method 
for handling walkers. 
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So all the while people were thinking the Space Race was about exploration, it 
was really about, as Battlezoncs story goes, a deep-space struggle for military 
superiority. You 11 have four categories of weapons to unleash m those war-tom 
heavens. And maybe chats why the moon has so many craters... 


Battiezont isn't all about piloting different armored vehicles. You'll also com¬ 
mand some unarmed units that will help maintain your base and defenses 
While you can't pilot them yourself, you can have them do your bidding by 
pressing Right on the Control Pad to bring up your command menu. 


(Qixiton 


1 • ■ • • 1 ■ • j 

Commander Mode is tha main 
mode of play. Tha missions ere fha 
sama as those in Pilot Mode, 
except you must oversee the _ 
building ol your defenses and 
“hunters and gatherers.’* Your 
gatherers are the Scavengers that 
find the scrap that makeup your 
assault vehiclas Manufacture 
Scavengers first, aa you can build 
up your offense. 


'• ft __ 
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You must establish e buse m 
Commander Mode Geysers power 
your Racyclars, which in tarn can 
churn out e Factory and other ele¬ 
ments crucial to maintaining e 
base. Once you've settled some¬ 
where, build Turrets and sarround 
your base with them to keep your 
operation running. 


BBBBBBS 

Every tank has a cannon, but each spits 
out dillarant firepower. The Stabber is 
the siatidard canmmihat will penetrate 
the armor of mobile forces, while the 
quick-firing Minigun and Chamgun will 
wprk better against smaller or station¬ 
ary targets 


MBKIHK5 

Mortars era explosive shells In the 
case of the MOM, you can detoaate it 
manually by hitting Z dr you can wait for 
an enemy to run over it. You can leave 
bahind only oae ective MDM at a time, 
since selecting e new weapon will det¬ 
onate it. 


MSSHES 

Whan you have time to aim, launch a 
missile More powerful then yosr 
cannon, missiles, which include Homats 
and Sand Bags, should be aimed with 
care since they're scarce, travel 
slowly and must lock on to your targets 
to nail them. 


BBBBIBK5 

Counters ara mines or any other 
weapons that you use as preventative 
measares. By usiag tha Thumper coun¬ 
termeasure, you’ll sand a shockwave 
rippling across tha ground to knock out 
enemies or turrets temporarily. 


SBFB US BBB5B5 



It your tank is destroyed, 
you'll automatically 
eject from it Vbu'll then 
have to manage on foot, 
armed with a simple 
Plasma Rifle and a useful 
three-shot Sniper Rifle 


Vehicular assault is only one way 
of waging war. You can also eject 
from your nde to attack on foot. 
Press the L Button to get out of a 
vehicle, but avoid doing it while 
on the move or you’ll get hung up 
in the air by momentum and low 
gravity. 


Only by using your Sniper 
Riflacanyou comman¬ 
deer an enemy vehicle If 
you nail the target box 
that the sniper scope 
raveals on enemy craft, 
you'll defeat its driver 


FBllBBi IBB 
IBBBBK 


After yoa’ve built attack 
vehicles, yon can ordar them 
to follow you into battle. Wtai 
you reach a threat, your CPU- 
controlled vehicles win spri ng 
into action* 


VOLUME ttV f~45~) 
















Ybu must hold doyvn the 
fort at the volcano, no cell 
in the Hirratn et your base 
thee ntation them eround 
the crater to fend off the 
mcomiAg Rasskies until 
reinforcements arrive. - 


B itrlezone is all about a covert cosmic operation that the government went to 
grs. .t lengths to cover up, so fir be it from us to reveal the whole thing. Instead, 
we'll trickle out t ctics and strategics for only .bout 40% of the games missions. 
First up are some solutions to the trouble spots in thj US missions. 


missibby (- 

BB-EBFIBiBEB EBBBEEIiEB 

In the-fourth US mission, the NSDF 

discovers an alien settlement built 

& \ * 

around the Martian volcano, the 
Olympus Moos. Aliens fortified the 
volcano and lined the valleys with 
mines, so chances arc they were pro¬ 
tecting something of great value. 


MISS,m B: BE BUM 
EH EMEU BEE 

In mission 6, you must sneak into the 
CCA base—and you'll be going in well 
prepared. Engineering has rigged 
your ride with Sbadower and Ther¬ 
mal Hornet Missiles. Press and hold Z 
to lock on to b target, then release it 
when your crosshairs turn red. 


After yoa rendezvous with 
Lieatenant Eldridge, home 
in on the Nev Beacon to 
Iced him to the Soviet 
Oatpost. Once inside, eject 
end snipe an enemy tenh to 
commendeer it. 


Begin by setting ap 0 base. 
Steer clear ef the mine- 
laden gollies when 
escorting your Recycler to 
its geyser power sourte. 
Once yoa find one, begia 
menufecturing Tarrets to 
protect yoar HQ. 


Destroy the generator 
near the entrance of the 
oatpost to disable the 
two gun towers that 
protect the entry. Once 
they're down, order your 
two taohs to destroy 
them end attach the bone. 


! To dentroy the enemy 
Recycler, return to yoer 
• base end crenh out en 
ettech forte. With them at 
yoar nide, you'll be able to 
tehe out the rival Recycler 
and tara it into scrap. 


Investigate the Lemnos Bio- 
Metel Factory inside the 
volcano Battle the Soviota 
to prevent them from 
infiltrating the crater, end 
use your Armory to get the 
ammo end supplies yoa 
need. 


MiSSiBB 8 BiBBBBUBB 
IHE FIEE/BE HEBB 

A Soviet convoy is transporting the 
relic to a launch pad, so you must cap¬ 
ture the convoy and secure the arti¬ 
fact. Now with walkers of your own, 
you'll be able to strike with power 
similar to that of the Soviet walkers 
introduced in the previous mission. 



When you reach the fimt 
Nav Beacon, e second 
beacon will be planted to 
guide yoa to the alien 
relic. The site is beyond 
some jeggad poahs, so 
palse your jump jats to 
clear the valleys. 



At the beacon, cruine to 
the northwent to ase one 
of the moantainsides as a 
ramp no you can boont to 
the gun anitn et the 
sammit Destroy ell nix of 
them to necure the area. 



Once you've dentroyed the T 
Soviet artillery seitn, your 
base will he safe to pump 
out a nizeble attach forte. 
You'll need to bring in the 
big gunn to fnteraept the 
convoy successfully. 


MiSSIBB S: IB EBB EE 
/SBB 

When alien records reveal a super¬ 
weapon known as Fury, the NSDF 
pulln up stakes and ventures to the Jov¬ 
ian moon Io in search of it. Armed with 
a Flash Cannon, you must locate the 
Fury relic hidden on Io so a Tug can 
transport it to the base for analysis. 



You heve no time to lose. 
Right off the bet, direct 
your Recycler to e geyser 
so it cen baild e Factory: 
Plag yoar Factory into 
another geyser, thee order 
it to baild e Tug. 



Leva flows across your 
path to the eliea relic 
Hover over the hot staff to 
npara your armor and call 
in more tanhs to follow 
yoa end your tag-elong Tug 
as you close in on the Fury. 



Though the CCA will snatch 
the relic, your backup tanks 
will roll onto the scene to 
battle die Russian escorts, 
freeing you to focus on 
nniping and commandeering 
the Russian Tug. 
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In chc inurcst of ctjual amt, Battkzonc allows you co play both sides ot chv 
Cold War. Playing as a Soviet Commander, you'll have the CCA units at your 
disposal. The vehicles won't seem foreign, since they’re similar to the US units. 
The main difference you'll encounter will be eight new missions. 


In the lith mission, you’ll go solo to 
infiltrate the Soviet base so the NSDF 
can download info on the GCAs ship 
movements.To pull itof$youmust go 
undercover, so you'll have to hijack a 
Soviet vehicle and follow the patrol 
route to the Comm Tower. 


Follow the fletlends to the 
first Checkpoint When 
you're ebout 500 meters 
eway from the Chechpomt, 
cruise up e hill and ditch 
ypur ride, then snipe the 
passing Soviet vehicle. 


Once aboard your Soviet 
vehicle, you must act lihe a 
Soviet Follow their patrol 
route end other fliers if you 
get lost. If you wender off 
too many times, they'll 
catch on to you. 


At the Comm Tower, you'll 


begin receiving Soviet 
radio chotter. Ignore it and 
heng eround the site for e 
minute so Engineering will 
heve e chence to top into 
its info, then escepe. 


msstss is ms mess 
bbsbbss 


By the time your troops reach the 
calls for help on Titan, only three 
distress signals will remain. Setup a 
base and begin scavenging materials 
for a» attack force, Create e rescue 
team, then send it to the Nav sites 
while you tend to your base. 


Build a Factory, then put 
your Recycler to worh 
building Scavengers end 
Turrets Manufacture en 
APC end tenh, then send 
them to investigate the 
heeconset Rescues 1 
end 2. 


Stey behind to protect your 
bese with tic tsnhe you're 
crenhing out, then escort 
the rescue perty to the 
third distress call, since it 
is dangerously close to the 
Soviet bese. - 


Once you've rescued ell of 
the endangered NSOF 
troops, it'll he the Soviets 
who'll he mahing the die- 
tress cells, since their 
elien weaponry will teke e 
turn for the worse. 


mss/sni. ms ssissr msssff 


mss IBS S MS SStt ESMS UBS 


In the first Soviet mission, you 
must plan en embush to stop 
the American convoy and 
destroy its Recycler Let your 
CPU forces bettle the convoy 
os it trevelslthrough the pess 
while you and your Turrets 
seal off the entrence to pre¬ 
vent e US retreet. 


As you leed your squadron to 
destroy the enemy Recycler 
end free up the 6th Battalion, 
you'll be elerted that you're in 
Blach Dog territory. When you 
leem of the entmy petrol's 
proximity, avoid detection and 
seek safety hy ordering ell of 
your units tc lie low in the 
crater. 


mss9ESS BBSIKBi MB BIBS SRBBSS 



Though the CCA hee e secure 
base on Titan, the Blech Doge 
still pose e threat with their 
frequent bombings Eliminate 
that thrset by destroying the 
howitzers first end the walh- 
er lost. Attach the Block Dog 
Sosquetch from behind to 
exploit itsweeh »po* 


The Bfeck Dogs heve overrun 
the CCA's northers outpost. To 
liberate the bese, you moot 
free your comrades who have 
' boon imprisoned in their own 
jail. Psrh your APC os close to 
jeil os you con so the fleeing 
prisoners will have lees of e 
chence of being ceught in 
crossfire.. 



i 
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BATTLEZONE: rise of the buck dogs 
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HP 1URR 


The Black Dogs nre US spaev cowboys with commando ways, so the twii missions 
you'll undertake ?s their command jr will be f lirly h lated. Though you'll us.: US 
units, you'll soon uncover an alliance between the Soviets and Americans th it 
could lea\ w the Black Dogs in th*. cold in ; chilling Cold W r twist. 


MISSUM i PEEPFEFI/EHS 


Ml55I Ml V: TF5 MFMMBIF FKBJBBl 


Missioa 2 emphasizes 
defense. Protact your basa at 
ell costa. Walkers will be the 
main threat, hut mortura 
should weukun them, so botnh 
their path After your explo¬ 
sives softee the walkers up a 
lot, swing around to thair 
tacks ides to blust them from 
behind. 
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Stealing the Soviets 1 
Mammoth tank piototypu is 
your top priority You won't 
have much of a chance of 
commundaering the vehicle if 
you waste your time inside 
the CCA hase. Instuad, stake 
out an overlooking plateau 
and snipe tha Mammoth as 
your tanks cover your back. 



M/55/BI7 5 EBP BE PTE BE Ml5 


M 15 5! EH 8 IBB Eli EFBEK5 


With your Venusian outpost ia 
reins, you must flee the 
scene. Evacuete your remain¬ 
ing troops and cover them 
with all the firepower you've 
got. You'll nuud to save your 
more poteut weaponry for tha 
bigger aaemies. so rusort to 
your Mimgun to take out 
smaller fighters. 



Before you can contact your 
moot base ta order an evacu¬ 
ation, you must dustroy thu 
Soviut Comm Towera that are 
jamming your signals. Cruise 
on top of the ridgas to take 
your shots at the defending 
howitzurs, thun disublu tha 
towers once the coast is 
clear. 


KM 





THE COLD liifiR HERTS UP 

Ii takes more than one person to fight a war, so Batdczone 
features a Multiplayer Mode that allows up to four players 
to engage in tank competitions. All first-person vehicles are 
available for use, so you can mix things up by pitting agile 
tanks against clumsy walkers. 


Race Mode 

Tanks aren't known /or speed, dul you 
can put them to the test in Race Mode 
Since theresno track, you must 2 ip 
from Nav to Nav while using your 
firearms to trip up your opponents. 


• \ 




Deathmatch 

Deathmatch is the traditional split¬ 
screen frag match Like in the other 
Multiplayer Modes, you'll be able to 
battle on the planet or moon of your 
choice 










Strategic Mode 

Strategic Mode is a variation of the 
Deathmatch, except that you assom' 
ble a team of three CPU-controlled 
vehicles that will cover you as you 
take on your rivals teams 


- 


XRTEbblTE 
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Since you call the shots from within your first-person cockpit, Battfezone 
man *ges to fuse arcade elements with strategy nd tactical planning games. The 
end result is an ambitious take on war g.jnes, ir .king Rise of the Black Dogs a 
game th it’s moie thun just a slick, modern version of its *rc ide predecessor. 
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Swim with crocs, swing on vines 
and tree-surf to save your ape family 
from Clayton, the hunter. 


Try over a dozen cool moves as 
Young Tarzan, Adult Tarzan, jane, 
and Tarzan's ape fnend Terk 


Explore 13 levels, plus 12 bonus 
levels, using your apelike abilities 
and animal instincts. 


Available On 
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JSTEN UP, TUNNIES! Our IXn plastic way or life is being threatened by the 

OLIVE MENACE OF THE GREEN ARMY! THE TXn ARMY NEEDS YOU TO HELP KEEP THE IXN WORLD AND OUR 
KKllIIOLD IN THE HUMAN WORLD SAFE FROM THE GREEN CURSE CREEPING OUR WAY. I, GENERAL PLASTRO 
WANT YOU TO HELP OUR CAUSE. THINK OF THE YOUNG TXNNIES, JUST HOME FROM THE TOY STORE, THE 
PRICE TAG STILL VISIBLILDON T LET THESE FRESH T\N MINDS BE SPOILED BY THE DISGUSTINGLY HONEST 

Green army. Better yit-think or what will happen to yoij if you don’t help me with my cause. 

You ARE NOW orriCIALLY RECRUITS, ONE AND ALL! 


The Green Threat 

As you know, wc’vc been sworn enemies of 
the Green Army since the dawn of plastic 
time, and still there is no clear winner in 
this ongoing war. In this age of Air Combat, 
we face new challenges from the Green 
Scourge. Our sneaky Tan Recon Squad 
dipped itself in green paint to infiltrate the 
Green Army and get this information to us. 
Many Tan Troops were melted and stained 
in the process of obtaining this insider info. 
So pay attention! 


Choppek Cheating 

Our Tan Recon Squad reports that the 
Green Army has four fine helicopters 
brimming with all kinds of weapons— 
were talking missiles, swarm missiles, 
guided missiles, machine guns, flares and 
napalm, soldiers. The helicopters break 
down like this: 

Huey: You’ll need to work hard to catch 
this 'copter. It moves quickly and will easily 
outmancuver attacks—unless its carrying 
something heavy. We believe this is the first 


flying machine the Green Army will use 
against us. 

Chinook: The Chinook is a much easier 
target, troops. Unfortunately, its loaded 
with weapons and armor to keep it safe. It's 
slow but steady and can carry large loads. 
Its a step up from the Huey, but those 
Green rascals won't have the Chinook ready 
in time for the early 
confrontations. 

Super Stallion: Fast 
and powerful, this is 
one chopper you have 
to fear. They won’t be 
using this machine 
until later in the battle, 
but once they do, we've 
got to strike back with 
stronger attacks. 



In th« quest for world domination, 
stakes have b**n raised. 


Apache: When the Green Army finally 
brings this chopper into battle, beware. It is 
fast, has plenty of weapons and armor, and 
can carry huge loads with ease. This is the 
top of the hnc,Tannies. 


Developer’s Dispatch 



Nintendo Power spent a day at 3DO to find out who was 
behind all this Army Men: Air Combat action. The crew at 
3DO definitely goes beyond the call of duty for its games. It’s 
obvious that 3DO is very devoted to the Army Men line of 
games and making those games is serious business, even if 
some not-so-serious people arc working on the games. Every¬ 
one admitted to playing with Army Men when they were 
growing up (okay, who didn't play with Army Men?) but 
some still dabble in plastics. “You try to remember all the 
crazy stuff you did as a kid with the Army Men,” Senior 
Director Kudo Tsunoda says. “Then one day you find yourself 
in the 3DO parking lot at 2 a.m. with a pile of Army Men and 
some bottle rockets, just to sec what will happen. The security 
guards were not amused." 


^ ' 


It's this timeless appeal 
of the Army Men toys, 
the developers agree, that 
makes playing with vir¬ 
tual, video game versions 
so much fun. “People have 
their memories of all the 
toys piling up under the fridge as they were playing on the 
floor...and you're always wondering when your memories 
will finally make it into the game.” Daryl Allison, Lead 
Designer, says. Lead Programmer Put Mac Kell ar adds “No 
matter who you talk to about it, every gamer has some idea of 
what we should do. They always have something we should 
put in the next one, and that tells me...they're into the (Army 
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Out Tan Recon Squad has learned that 
each and every hehcoptet has a winch 
attached to it that can pick up items and 
drop them tight where they can do the 
most damage. Be especially wary of this 
tactic. Those tricky Green gtemlins will 
try to dtop heavy items tight on top of 
out bases, troops or tanks, and they may 
even try to use these items to lure those 
horrible giant insects out way. Those 
insects have no loyalty, though, troops— 


he 


we should be able to use them against the 
Gteen Army if we plan accordingly. 
When you see a Green Hclicoptct set off 
its flares, watch out—it will bring in the 
paratroopets, crazy Gteen kamikazes that 
will pull the M8os ftom theit backs and 
attack the nearest Tan unit. 


Tan Plastic Plots 

We have deeded that this war will be 
won ot lost in 16 campaigns. We have 
just enough resources to carry us 
thtough that numbet of battles, even 
if things go horribly wrong for us— 







Each helicopter has a winch that can move 
objects around Make sure they don't drop in 
on you 


and things had belter not go horribly 
wrong fot us. We’ve been stockpiling 
plastic for months to get teady fot this 
wat, ttoops. We’ve even been recycling 
desertets. We mean business! 


War Zones 

We’ve got to send those Gteen wastes of 
good plastic back to the bargain bin, Tan- 
nies. I am about to put some serious 
plans in motion to launch an attack 
against six critical Gteen strongholds: 




The sky will be Tan as we take to the air to 
defeat the Green Army 



the Beach, the Campgtound, the Back¬ 
yard, the Playground and the elusive Arc¬ 
tic and Alpine areas. Each has its own 
special challenges, fot both out side and 
the gruesome Green side. 

The Portals that opened the door 
between our all-plastic wotld 
and the bizarre wotld of giant 








world, they're in the fantasy md they’re trying, some- 
y, to live it." Mike Simpson, Director, also thinks that 
Ihis is a universe in which, just like with Army Men, 
one can pick up a Controller and start to play the game 
nediately. We’re aiming at the same ease-of-use as the real 
>tic army men.” The game designers strengthen the Army 
n games by building in bidden features— fun codes, 


Easter Eggs and the like—that 
the/ kno n gamers are iter. "It’s 
like a secret that you kno ar, and 
you can go tell your friends .bout 
it,” Simpson says, "I think that’s 
one of those game-within-a- 
game thing? that when done well 
can be very powerful.” The devel¬ 
opers didn’t promise that theit 
vould be secrets to unco m in this game, but there will orob- 
ably be something packed in for the secret-loving masses. 
Army Men: Air Combat is a new way of looking at the Army 
Men universe. Players control a helicopter, not a green plastic 
character, and while you can simply blast your way through 
many of the levels, you can also think about strategic ways of 
winning the war. Look for Air Combat to land this summer. 
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insects, mammoth picnic food and 
enormous flowers will once again give 
us the upper hand in dealing with the 
Green plastic blight. I will take special 
delight in yanking those flimsy plastic 
pretenders through the portals and 
back again—it’s sure to confuse them, 
and we can take advantage of that! 

Recon Rumors 

Some very confused and green-streaked 
members of the Tan Recon Squad came 
back to Tan HQ terrified, muttering 
something about two helicopters prac¬ 
ticing missions where they work 
together against our superior Tan plas¬ 
tic defense. We will have to take this 
under consideration—if two Heli¬ 
copters can cooperate against us, we'll 
just have to be twice as tough. Recon 
also heard rumors of special head-to- 
head scenarios code-named “Flag 
Nab-It,” “Bug Hunt,” “Food Fight” and 
"Air Rescue” that the Green Army is 
working on in the event that our side 
enters the air with our own helicopters. 
How did they know we were 
working on our own Air Com¬ 
bat force? I know this is a lot 
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Our state-of-the-art crayon cannons will color 
the Green Army defeated' 


for you to remember, 
recruits. But you'll have 
some time to train for our 
campaign, which should 
start in June. We have a lot 
to prepare for—four heli¬ 
copters, 16 missions and 
this head-to-head busi¬ 
ness. This is it. The big 
one. Stay alert, my little 
Tan soldiers, and all 
things Tan will take their 
rightful place at the top of 
the toybox! 



The creeping Green blight will try to cut off our 
resources We must destroy them! 
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The world of professional wrestling never seems to be too 
shocking, bloody or extreme for its fans, and because of that, 
the ECW foundation prides itself on offering the wildest 
entertainment available. Much of the madness is depicted in 
Hardcore Revolution for the N64. For example, you may find 
yourself an a ring surrounded by barbed wire or caught m a 
deathmatch, beating your opponent's head with a tire run. Its 
extreme violence aside, this title features more than 15 differ¬ 
ent match types and Create-a-Player and Career Modes. 
While Hardcore Revolution is very similar to Acclaim's WWF 


Attitude, the ECW label makes it a unique addition to the 
N64 wrestling library. 


nature of Extreme Championship 
Wrestling while adding an 
astonishing array of features. 


ECW Hardcore Revolution is rated 
Mature (M) for intense violence, 
including brutal, bloody fighting 
This game is not intended for anyone 
under 17 


‘2QOOECW and Extreme QtfKpipnshipWrestling are dr 
trademarks of orp$ed«fler liCftnsfi of HH6 C^p. Al’J 
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Before embarking on a new career or entering a tourna¬ 
ment, get your feet wet in the Exhibition Mode. Select 
one of 15 different matches and then choose additional 
modifiers such 


The Career Mode alone could keep you busy for a long 
time. Starting as a rookie, you’ll tour around the country, 
hoping to raise your ranking for a shot at the ECW title. 


as barbed wire or street fight 


Three’s a Crowd 


Kit the Road 


Threes a crowd, but 
four is just perfect 
For more action, try 
the Tornado Mode, 
where four wres¬ 
tlers compete in a 
two-on-two match, 
or Lumberjack, 
where one team¬ 
mate circles the ring 
searching for the 
best way to whack 
the opposing player 


You'll start out play¬ 
ing matches in half- 
empty stadiums, try¬ 
ing to improve your 
ranking Eventually 
you’ll be invited to 
Pay Per-View events 
for a shot at the f:rst 
belt There are three 
titles to win, including 
the ECW Heavy¬ 
weight Title 


Having a party? Tournament Mode is the best way to get 
as many people involved as possible. Up to eight human 
players can compete m the single-elimination play-offs 
by choosingany of the available wrestlers. 


For a night of excitement, you can recreate some of the 
televised matches of the past or design an entirely new 
lineup in your own Pay-Per-View event. You must have a 
Controller Pak to access this feature of the eamc 


It’s Your Show 


When setting up a 
tournament, you can 
still select different 
match options, modi¬ 
fiers and arenas If 
playing with computer- 
controlled wrestlers, 
you can easily simu¬ 
late their matches to 
speed up the play of 
the tournament 


Not only can you 
name the event and 
select your own pre¬ 
designed arena, but 
you will have to 
choose what type of 
match will take place 
for each competition 
in the show Thefina! 
step is to pick which 
wrestlers will make 
up the card 
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A Star Is Born 


You can change the 
color and design of 
every accessory and 
item of clothing on your 
wrestler to reflect 
your personal taste 
The wrestler's ability 
will be determined by 
the distribution of the 
36 available skill points 


This feature of the game has an unbelievable amount of detail and 
control over customization. First, you will design your own 
wrestler all the way down to the lettering on each individual item 
of clothing Once you're satisfied with the physical appearance of 
your wrestler, you can modify his or her playing attributes and 
signature moves. Finally, you'll select a theme song, entrance 
style, fighting moves and run-in partner. 
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HARDCORE REVOLUTION 































































































The ECW foundation is on the rise, but for those who may biographical intros. These wrestlers have unique moves, and 
not be familiar with its top stars, we've included six brief we've highlighted a devastating pair for each. 


The current ECW Heavyweight Champion won the belt with a surprise appearance at Anarchy 
Ruiz! in a thrilling match with his main foe, Masato Tanaka. Since then, Awesome has been dom¬ 
inating. He momentarily lost his belt in an upset to Tanaka but soon won it back for good. 

Overhead Deily Supl^^^ ^ Gorilla Press Slam 


If you can get 
close* enough to 
the enemy, try 
pressing Up, Down, 
Up and the B 
Button to lift your 
opponent over 
yourhead then 
slam him back 
down. 


With an impressive undefeated streak on PPV events, Van Dam has rightfully earned the nick¬ 
name ''Mr. Pay-Per-View." His combination of aerial maneuvers and martial arts makes him one 
of the most entertaining wrestlers in the league. His finisher is known as the Van Daminator 

Tiger Driver Super Kick 

This is more of a 
martial arts move 
that will flatten 
your opponent with 
one swift blow 
Press Left, Right, 

Up and A Keep in 
mind, that oppo¬ 
nents can block 
this kick easily 


This move is quick 
and very effective 
for completing a 
final pm Hit Left, 
Right, Down and 
the A Button to 
grab your oppo¬ 
nent by the legs 
and pin his shoul¬ 
ders to the mat 


Don't be fooled by the cute and creative name. Justin Credible is a disturbing competitor. He's 
injured opponents, scared wrestlers out of the league and crashed almost every party ever 
thrown. He and his partners in enme, Lance Storm and Johnny Smith, arc ready to take over. 

Ch in Crusher _ 

If you can reach out 
and grab the 
enemy, try pressing 
„ Up, Down and the B 
Button to take hold 
of his neck and 


By hitting Left, 
Right and B, you 
will deliver a fake 
kick with your 
right leg, which 
your opponent 

.Jmgi&uivtfc otr 

Then you'll knock 
him out with the 
other foot 


against your knee. 
It s a vicious, 
potent blow 

















































Press Up, Down and the A Button, 
to hook your opponent's arm and 


For a truly gruesome, bone-crushing maneuver, get close to a dazed 
opponent and tap Up, Down and the B Button to grab hold of his head 
ana spin him around onto ms back, rfien jump up ind go lor the pm 


This movo is not a particularly powerful one, but it's an effective way to 
*ety -.ur o r .onent onto the mat Press Left Ryb . ' i ’ * ’ •• l * 

grab some hnir ind slam th cn c my into the ground. 


This is nothing spectacular, but it's 
4 gr %m, u vtf *>11 
Up, Down ind the A Button 


Raven is a confused, twisted soul who ignores his solid wrestling skills and resorts to an all- 
out brawling style. Recently Raven teamed up with longtime enemy Tommy Dreamer only to 
admit he had done so to make Tommy's life miserable. Ravens motives are never understood. 

Double Arm Dot Snapmare 


Press Up, Down, Down and left C to 
hook both arms of your opponent 
and smash his head into the ground 


If you're looking for a quick, vicious way to get your enemy onto his 
back, press Up, Down and the B Button to make Raven try to wrap his 
arm around the opponent's head and spin him around in midair 
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ECW: HARDCORE REVOLUTION 







































































So maybe the most popular ECW stars are not your personal wrestlers at yout disposal. Some must be unlocked, but each 
favorites. Fear not-Hardcore Revolution has over 40 different has a unique theme song and fighting style. 

inn®! tal Rotten Ball*; Rig S3! Brn Bnffnnf* ipt* 
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SmotHe 


Storm 


Of course, you don't get all the goodies up front. Some of them plctc five title defenses. You can uncover some wacky modes of 
you'll have to cam. New wrestlers are unlocked when you win play in the tournaments, as well. The prize you receive is 
a tournament, win belts in Career Mode or successfully com- determined by which wrestler you use to win the play-off. 


New Wrestler Fat Man 


Joey Styles 
Joel Gertner 
Tommy Rich 
Cyrus 
Taz 

Splcolli 
Beulah 
The Sheik 
BUI Alfonso 
Judge Jeff Jones 
All Jobbers 


Random Head Mode 
Custom Wrestler 
Textures 
Big Head Mode 
Ego Mode 
Big Hands Mode 
Big Feet Mode 
Fat Man Mode 
Headless Mode 
Little Head Mode 
Hangman Mode 


A tournament victory could Choose the right wrestler 
result in the addition of a and win a tournament to get 
new wrestler, but you'll have larger-than-life beasts into 
to find out which players the ring How do these mon- 
have the unlocking power sters manage to move? 


Another wrestler can unlock 
the Hang Man Mode by win¬ 
ning a tournament Those 
stick figures really seem to 
be out of place in the ring 


The variety of options in Hardcore Revolution may appeal to the 


doesn't hold much promise for serious gamers. Poor play control 
and extreme violence aren't really a winning combination. In the 
end, only you can decide, but our Now Plowing reviewers were less 
than excited by this new kid on the mat. v 
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The All-Star series of games from Acclaim has always 
looked super, but this years edition, programmed 
out-of-house by High Voltage Software, goes the dis¬ 
tance with several fun new features and lots of 
improvements. Even the graphics arc better, and the 
announcer is no longer an annoyance. Of course. 
Acclaim updated the teams and included the four 
new ML stadiums for 2000. And the great manage¬ 
ment and player creation features from ASB 2.000 
are virtually unchanged. There's truly something 
here for everyone But enough talk. Lets play ball. 
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Up to four players can join in 
the fun On defense, one tGam 
member takes the mound 
while the other \s in the field. 


Although you con play Exhibition 
gomes here, the MLB Mode is 
really about seasons and play- 
offs, and there are lots of 
options 


The Arcade Mode features 
easy pitching and batting 
styles for a faster, more active 
playexpenence—an excellent 
addition 


You can use any of the 700 big 
leaguers as your HR king and 
select up to 20 outs when you 
enter the competition 


Choose your team for a single 
game and hit the field This 
mode uses the Classic ASB 
batting and pitching styles 


Another great new feature for 
2001, the Batting Practice Mode 
gives you a chance to learn to hit 
different types of pitches 


Put yourself in the game or build the ultimate 
ballplayer You can create super players end add 
them to your team through free agency 


Take a tour of <4130 ML stadiums and play in thG 


Giants' new home at Pacific Bell Park, Enron 
Field in Houston or Detroit's Comerica Park 


COVER 



In Exhibition Mode, you'll control The weath¬ 
er I* you don't believe in calling the gome for 
ram or snow, you don't have to 



Players also get to choose the storting time 
of their games The choices are Daytime, 
Nighttime end Twilight 



Personelize the game even further by setting 
your own camera positions Thereare six 
batting Comeras and three Action Cameras 
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ASB 2001 may be a video game, but the winning strategies for tes. For pitching, the key thing to remember is to mix up pitches 
it are the same as for real baseball games. Wcvc put together and placement. When you're in the field, use the outfield shift to 
some Power strategies and developers tips to help out any rook- prepare for lefties or righnes. 


The bunt is generally a sacrifice, 
so you don't want to attempt it 
if you have |ust one out remain¬ 
ing Look at the Scouting Report 
grade to see which players are 
your bast at laying down a bunt 


The ASB ump isn't going to take 
any great from you If a pitcher 
beans threa batters, expect him 
to get tossed Errors are another 
very real possibility, but you can 
turnoff the Error Option. 


Base-running isn't as easy 
as it looks If your lead 
runner gets caught ine 
pickle, it will affect the 
others who are running 
behind him Play it safe 


In addition to the eight pitches mentioned below, ASB 2001 
has two pitching modes and a Pitching Aftertouch Option. 


With Aftertouch activated, players can steer the ball slightly 
while its in the air. 


Since the Curv6ball breaks 
across the plate, it's used to 
deceive the batter into swing 
ing at a ball or sitting on a 
strike 


A 90 MPH Fastball may be hard 
to hit, but it can lump out of the 
park,aswoli Aim at a batter's 
blue (or weak) zones 


A Sinker is like e curve ball that 
drops into or out of the strike 
zone st the last moment, thus 
confusing the batter. 


Change-ups ere stow pitches 
usad to change tempo and fool 
the batter Use them sparingly, 
aiming at the edge of the strike 
zone 


This pitch tends to drop out 
unpredictable causing the bat¬ 
ter to swing over the ball It's a 
slow pitch, so use it likes 
Change-up 


For strong pitchers, this is a 
great pitch The Slider is fast 
and breaks, so batters are 
often left swinging et air 


The Forkball is like a slow 
slide—it breaks, but it also 
drops a bit It's a great pitch 
to use in place of a regular 
Change-up 


This is a medium-speed pitch 
with lots of movement 
Ramnmber to push the Z Button 
to access the secondary pitch 
menu. 


PLAY BALL 





















ASB 2001 gives you two ways to hit the ball. The Easy Option is just a matter of timing your swing to 
hit the ball. The Classic Option requires you to move a batting cursor to meet the pilch before you 
have to rime your swing. The Batting Practice Mode will help get you in the swing. 


Stealing requires speed and tim 
mq Check the Scouting Report 
for your player's speed grade, 
and look at his Stolen Bases 
stats Begin your move as soon 
as the ball leaves the pitcher's 
hand 


If the batter hits a fly, 
don't send your runners 
until the defensive play¬ 
er either catches or 
drops the ball. 


Swinging at bad pitches is a sure 
way to strike out or foul out. 
Walt for a pitch that comes 
down the center Chances are 
that the CPU pitcher will eventu¬ 
ally oblige you with a fat pitch 


Aiming your hit to left, 
center or right field is a 
matter of timing A left¬ 
hander should swing 
early to hit right and late 
to go left. 


Hot and cold zones indicate where 
in the strike zone the batter has 
been successful getting hits In 
the Arcade Mode, batters can get 
Hot Streaks when they get hits in 
several consecutive at bats 


It's no substitute tor an 
eagle eye, but you can 
try to guess thenext 
pitch by choosing the 
right pitch and where it 
will be thrown 


AT THE PLATE 4 
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TAKE THE FIELD 


There's a loi of ball park and only nine m^n to cover it. The fol¬ 
lowing taps will help you get the most out of your defense, 
whether you're facing the video version of the New York Yan¬ 


kees or your cousin from New Orleans. ASB 2001 gives you 
some help with options, such as Fielding Assist and a Ball 
Landing Target. Even so, don’t forget the basics. 


WM Utoick 


FoAitoK Faux Poa 


Always be mindful of 
the chencetopull off a 
double play The possi¬ 
bility always arises 
when at least one run¬ 
ner is on base with one 
or zero outs 


Tb ’Bail and the Wa!t 


% • 


The first rule ot fielding is to keep the 
ball in front of you If the ball goes to 
the wall, the runner will take an extra 
base Use the Z Button to sprint to the 
Landing Target and set your outfield 
deep against good hitters 


Letthandud batters tend to pull the ball 
into right field, so you should shift your 
outfielders to the right when a south- 

K aw comes to the plate When a nght- 
anded player steps up to bat, move 
your outfield back to the center or left 


When a CPU batter has two strikes 
against him, it's a good time to throw 
some cheese at the plate Aim low or to 
the outside, but not too far out Its 
quite likely that you’ll get the third 
strike with the batter swinging 


A runner heading to first base usually 
represents the safest out because 
you'll have more time to make the play 
If you can’t nab the lead runner, bide 
your time and get the sure thing at first 


A pitcher with a powerful arm may 
seem invincible, but there are several 
dangers to watch for If you use the 
fastball too often, expect your oppo¬ 
nent to score e higher number of 
homeruns It will wear down your 
pitcher, os well 


A white arrow on the diamond map at 
the bottom of the screen indicates 
the direction of the wind It's a good 
idea to shift your outfielders in the 
direction that the wind is blowing 


Left-handed piteners can be diffi¬ 
cult for right-handed batters to 
handle, so bring in a lefty reliever 
if your opponent has predominant¬ 
ly right-handed hitters 
































Wc? turned to the development team from Acclaim Entertainment, Acclaim Studios Austin (formerly 
Iguana Entertainment) and High Voltage Software to get the lowdown on ASB 2001 strategies. If any¬ 
one knows how to turn on the high heat, it’s these guys-—they put the tips in the game. 


Using tha Easy Batting style, 
push the Controller Up and Left 
for nghties (Up and Right for 
lefties) for a better chance of 
hitting a homer 


The closer the pitch is to the center of 
the strike zone, the more bonus and 
homerun powar you'll ga t out of a hit. 
The power and contact rating of the 
player also affect the equation 


The key to hitting homei uns using the 
Classic Batting style is to line up the 
Pitch indicator with the top of the 
Contact cursor 


Its easier to go yard using the 
Classic Batting styia than 
using the Easy Batting styia 
because the Classic cursor lets 
you aim your swing with great 
precision 


When playing against human 

a onents, kaap the Pitching 
;ator moving so your oppo¬ 
nent can't lock onto it with the 
Contact indicator 


If you have the Aftertouch 
Option active, use it to diract 
the ball late in tha pitch 
There's a graater chance of 
ga tting the batter to swing at 
a bad pitch if you do 


The pitchas in the derby drop down 
slightly and to the right from the location 
of the Pitch indicator Set your Contact 
cursor accordingly and let 'em fly 


As pitchers grow tirad, their accuracy 
goes down and they won't be able to 
aim their pitches The oniy option is to 
send in relief The Fatigue Meter tells 
the whole story 


It's rarely a good idea to play a 
player out of his regular posh 
tion. If you do, heT 


emore 

likely to make errors Instead, 
use a utility player to fill in 


Pushing and holding tha A 
Button (Pitch button) slows 
the speed of your pitch For a 
fast pitch, just tap tha button. 
Slowing pitches is a good way 
to confusa CPU batters. 


Don't always aim your prtcti into the - 
strike zona With breaking balls such as 
curves snd slidars, aim outside the zone 
and let the ball break across the plate. 
Keep the batter guessing 


Get the maximum distance on a bunt by 
aiming significantly below the Pitch 
indicator end using the Power Bunt but¬ 
ton Keep in mind that the ball will trav¬ 
el farther on real grass 
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Acclaim and High Voltage didn't just update players and make also want to mention that the over 400 animations of hook 
a few graphical tweaks to ASB 2001. This game has several sig- slides, swipe tags, wall scaling and player celebrations look even 
nificant additions that make it the strongest ASB ever. But we smoother this year than last year. 


Acclaim knows the power of secret codes, and you can bet that 
ASB 2001 is filled with them. Keep checking Classified Info. 


This is an easy call to make. All-Star Baseball 2001 is a 
winner no matter how you look at it. The graphics are 
dazzling, the play control is exacting and intuitive, the 
sound effects and announcing arc realistic and the 
options are virtually endless. Featuring great simula¬ 
tion and fun arcade modes in the same game is the 
biggest innovation of this years edition. It would have 
been fun to have Shoeless Joe, Hammerin' Hank and 
the Sultan of Swat in thegsune, but with the Create-a- 
Playcr option, you can have them, too. The only things 
that seem out of place arc Ken Griffey Jr. in a Reds uni¬ 
form and John Rocker with his mouth closed, and we 
can live with that just fine. @ 


This year's edition of ASB has 
batting styles for hardcore 
gamers and casual gamers 
alike. The new Easy Batting 
style is intuitive arid arcadalike. 
The Classic style still gives you 
great control 


Tha new Hall of Fame team 
includes baseball greats, such as 
Brooks Robinson, Reggie Jackson, 
Vbgi Barra, Notan Ryan, and Bob 
Gibson to name a few of tha 14 
hitters and 11 pitchers on tha team. 


Acclaim missed the bet by not 
including more heroes from 
baseball's past, but at least 
they built tha right ballpark. 
This field of dreams may seem 
corny, but it takes you back to a 
time when people played for 
tha love of tha game. 


The Arcade Moda has some fun 
elements, including special 
effects and hot straaks. It's not 
NBA Jam for baseball, but it's a 
step in that direction. It's also 
lust a nice, easy-playing base¬ 
ball game mode. 


OPENING DAY 
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NP; HOW IT K ATES 

Serious weaponry md whoi js ilt 
slaughter of various monstrous enti¬ 
ties earned D likjtana ;in M rating 
from the ESRB This g me is best suit 
ed for o imers ag jd 17 or oldar. 


There arc 25 weapons in the fame, in' 
they're localized within th four temporal 
e^isoits. You can use the brutally power¬ 
ful Shock Wave f disrupt Mishima's 
employees la 25th castury Japan, bat 
when yoa gat transported to Aaciant 

Graaca, you'll ._- - -.- 

have to usaa 

local waepoa 

like Poseidon's E 

Tridaot > V 7MB1 


Mankind’s future gives ebcto i yt poa of terrible power, 
but its not what you think, in ail age where missiles of 
mass destruction hold sway, it is a perfect sword that 
stands at the balance of the human races fatei The 
Daikatana. A hero must find and wield it to save us alL.or 
perhaps we should say Hiro. You are Hit© Miyamoto (no 

relation), and you’ll have to bring 
a lot more firepower than 

e k just a sword if you hope 

" ltk to survive the twists and 
A 1 y turns of this time-tiavding 
WJ first-person shooter for the 
^ lip N64. Your sworn enemy 
| iZiStj ■“ Mishima has his eye 

L that fabled blade, 

^ and he’ll bend time 

I and space to make 

► . - — ^ o sure its his alone. 


Basidas collecting insane waapans over 
tha four missions of aach apisode, you'll 
also want to lay your haads aa scattarad 
power-ups. Hira has five skills—Vitality, 
Attack, Spaad, Aero aad Powar—and yoa 
can pump aach of them up ta ita full 

potential by r ___ 

collecting skill IT % 4 

power-ups and 
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Spring the Prisoners 

You might as wall seva all the athar poor souls bning held captive by 
your anamy. Whan you find tlm roam with the energized prison calls, 
clamber under the stairs by holding dowa A and pressing the R Bui ton. 
Slant the colorful cogs to rondar the retaining doors inoperative. 


Illeet the neighbors 

You'll quickly be coma acquainted with 
Mishima’s gang of goons, ba they human 
soldiers, rwuntnd wall guns or giant, 
robotic nightmares. You'll have to laam 
tha best way to dispose of each. Every 
episode will have its own cast of 
mlevolant 
antagonists, 
so get asad 
to meeting 
(and offing) 
new folks. 


KYOTO, 2450 HD 


fnflRSH. SOLITARY. ICE LOB, UfiOLT 


After the mysterious Ebihara divulges Mishima’s evil plans 
and expires, it's time for you to get on with your quest. 
Kyoto in 2450 is a threatening forest of metal, and 
Mishi m a ’ s stronghold epitomizes the darkness of the age. 
Whether you’re navigating the Marsh indie pouring rain or 
searching the steel maze of the Ice Lab, you'll need to keep 
your wits and weapons about you* If you have an 
Expansion I%k, it’ll look twice as dank in high-res letterbox. 


Switch em On 


Thara am plnnty of dosnd doors around 
Mishima's complex, but it's normnlly fairly aasy 


to open there. Simply tracb down a nearby 
switch nnd press it nsmg the A Britton. The 
switches 1 00b like 
machinery nnd 
typically have a 
red, glowing fight 
naxt to them. You 
did it right if thn 
light turns green. 


Pr«h Supudly 

Mishireas goons nre tortaring an unexpected nlly named 
^ Superfly Johnson. You can go take care of his tarmentars 
f and than backtrack, but you might ns wall grab tha key to 
his call on thn way. Aftar you pass tha laser beans, go 
left and blast tha panel with the Mishina logo on it. 





flleet dlifuko 


—jam's daughter has baan languishing inside a contain¬ 
ment call daap within tha lea Lnb Whan yon tind it, pour 
gunfire into tha circular shapa decorating the top af tha 
cell The entire apparatas should explode, giving you 
%*•* to Mikiko and tha last mission of tha episode. 


P _ 

I Whon yoe find tha control roore for tha bridge, take a 
look at tha pair of switches Ture on tha one to thn 
. right—if II give yon rvora time whan you have to maba tha 

to gat tha_Daiketnna. Rammbar, you can toggle 


Bridge Control 


ie Walk and Ran with the Control Pad. 





In tbe Ice Lab 

You'll naad to open plenty ot doors m the traditional man* 
ner onca you and Snparfly reach thn lea Lab, but you'll 
also occasianrilly have to dnpand an othere. Whan yoa 
reach a door that denies you accass, wait around for a 
bit A worker should drop by and open it up for you. 


Invent Doors 

Ybu’ll sne many ventilation grates inside tha Vault, and 
you can blast every ann of tham open to revnnl power* 
aps, weapons and essential paths. Learning how ta blast 
open your own pathways is an essential skill m ell of tha 
lavels, so kaap an eye out for grates and cracked walls. 


Steal the Blade 

The Vanlt roam is massive, and yoail need ta negotiate it 
qmckly. Aftar pressing tha bntton down below to nxtand 
tha main bridge, take tha alevator up. Yon'II naad to jump 
onto n number of small platforms and wind through nar¬ 
row passages before yon gnt tha blade. 
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Getting around Greece 

You woa't exactly aead a tour guide—there 
are fairly obvious switches that opan 
doors with a tap of tha A Button. Instead 
of blasting gratas, though, kaap aa eye oat 
for walls exhibiting large crache. Diract 
hits to these stricture! defects will open 
new paths, so 
keep your eyes 

pealed. , - 


So, you got tha Daikatana, allfc well, and tha game's over, 
right? Wrong. It seems Mishima has been doing a little 
tinkering with the space-time continuum. Besides having 
another Daikatana—actually tha same ona, only from a 
different time—he has a few other tricks, like warping you 
back into Ancient Greece. There's a slew of mythical bad¬ 
dies wandering tha islands, and since you left all your 
futuristic weapons behind, you'll have to find new ones. 


It isn't axactly tha river Styx, but if might as 
wall ba Charon won'f show up unlass you find a 
horn to sommon him, and onca ha's arrived, hall 
ash for payment. Walk through the shallows of 

one inlat until you _ _ a _ 

find soma caves 

with a Gold Com. [, $ v i Jp 

Just don't expect -t .4 

Charon to make 


You snd your fellow travelers will run into an unbraakahJa 
wall inside tha Catacombs, but it won't take much to fig- 
ura out how to gat through At the top of the hill leading 
to tha wall is a huge boulder. Simply walh near it—Hiro 
will quickly dedece how to push it down. 


The Acropolis is a larga maze of f taming wrachega, and it s up to you to sort through it 
all to find five pieces of Aegis's Shield. It's difficult to avoid getting lost, and evan 
harder to saa tha piacas of shield camouflaged oa the ground. Tha first piece of tha 
shield is right m your path after you defeat the two spearman, while a second hides 
insida a chant. La oh for the third out in the open. 


The fourth shiald pmee is visibla through some wreckage m 
the main hab room, but you can't quita reach it Enter tha 
passage nearest it and look for a suspect wall naarhy. Giva 
it a blast with Poseidon's Trideat or soma other explosive 
waapon to hraak a way through to the piece. 


Tha final piaca of the shiald is strandad atop a high 

E lat form, so scuta tha wrechaga wherever you can and 
aep your ayes an tha ground. Once you find it, drop off the 
side to land naar tha flight of stairs leading up to tno exit. 
Blast any anomies out of tha way and start climbing. 


It's a fairly aasy path from tha bach of tha statua at tha start 
of tha Parthenon to Medusa's lair. Drop aut of the giaat 
snake's mouth onto tha cantar platform and koap your 
distance to avoid Madusah tail. Blest her with Posaidan's 
Trident as you avoid her spit by strafing in circles. 
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After shooting your way into the temple, talk 
to Musilde to get the lowdown. He can't help 
you with the key to the villege gate, but that's 
ell right—just listen to his whistling end repro 
duce iton the 

chimes in the ~ ~ 

mein room. Step 

lightly on the leva ^ - 

below the temple 
to get the key. 


a A locked door at the base of Wyndrexs Towar bars your 
way, end time is running out for Mikiko. Heed down into 
the bowals of the Tower on the lift end fight the pair of 
creatures lurking in the gloom. Your prize will be the 
Skeleton Key, which will open the door up above. 


You'll almost immediately find yourself at another locked 
gate, and this time you must descend deep into the tower 
to find the Skeleton Key that unlocks it. Use the Belliste 
on the archers end monsters thet attack, end don't forget 
to greb the health at ground level. 


You may have seen this soreerer from below. You can 
g, attack him from on high once you open the gate. Bombard 
w him with Bellnta fire while you jump over his rotating 
electric whips. When he sucks in energy, hold back so you 
don't get pulled to the flnor. Strafe to avoid the shot. 


To reach Nherre you'll have to battle tons of 
energy-wielding sorcerers, but es long as you 
keep your footing you should be able to toast 
them with the Belliste, Wyndrax's Wisp end 

Stevros's Steve If r ___ 

you continually 
strafe end shoot “ 

at Nherre and the IT , < ast jf 1 

demons ha sum- * 

mons, you'll heve fit * 

no problem. JL yri 


Pieces of the Purifier 



There ere three mein passages off the center hub you 
start in. Your back is to a closed door, so use it os your 
point of reference if you get disoriented while looking for 
the pieces. Take the right passage iiret Jump off midway 
4 far one piece—the other's at the base of the room. 


The last two pieces ere on the way to Gharroths cham¬ 
ber, the path to which lies beyond the passage across the 
room from your starting point. You'll heve to jump onto 
pedestals over the lave for one, then blast through e 
MMrofy wall below the king's chembers for the lest. 


Iflare Pieces of the 




Several more pieces ere scattered in oooks and crannies along the lower parts of the 
towar end on the exterior ascent. Use your weapons wisely as you go. Ybu might want 
to test-drive your new weapon, Nherre's Nightmare, on e group of enemies. Wait until 
it charges ell the way up to 100, then let it go. The staff will suimnoe up e wraith thet 
terrorizes eny nearby enemies. 


Gharroth is quite off his rocker, and he'll coimT^you 
swinging swords and hurling energy His chamber^., 
large, so you should heve plenty of room to meneuveHip 
you pepper him with shots from the Balliste end StavrosV 
Steve Beet him and then show e little mercy. 


DAIKATANA 








with maa ia silver 
redietion suits— 
ice them to greb 
their pesses. 


Alter you enter Mishime's Hideout, heed to the left end 
go downstairs. Oinpose of eny gun-end-rochet-toting 
enemien you see es you mehe your way to e ceged in- 
room. Activate the bridge, then bechtrech end go 
upstairs. You'll be able to crosn over the pond with eene 


Right off the bet you munt greb the Noveheam, 
find cover end then nhoot the Humvees* turrets 
before you gat nhot by the gaerds or the heli¬ 
copter After you get cleer of the initial area, 
yoa'll have to fight 
a ton of sherp- 

nhooting guards j 

to reach the ead. tt**- Mi ^ 

Shoot quichly or 

you'll fever reach ^ 

tha and elive. 


snn FRnnciscQ 


2030 RD 


ATOM 


UliSHImR RSSEflRCH CEfiTER 


(RiSHlfllfi HIDEOUT. nflUV SEAL TR AIAII1G COM 


After you've charged the Daikatana with the power of the 
Purifier, its time for another head-to-head dash with 
Mishima inside the temporal vortex. After some cryptic 
commentary he flees, and the adventurers land at their 
final destination in the Bay Area of the early 21st century. 
The prisoners here are lens than model citizens, so don't 
waste time trying to rehabilitate them. 


Minhime's Research Ceeter in e multilevel 
operation ead the differett floors have ntrict 
security. 1o eccens the inner Green, you must 
first find the correct pass. Traipne eround the 
floors until you . __ 


Escape from Mcatraz 


Retchett Cannetti gives you the trigger device 
you eeed to get off The Roch. but you'll have to 
worh e bit to une it Swim through the dramege 
tunnel by repidly topping the R Buttot, thee 
Want oat Oeel , _ —— 

unfit fha iuw*liAt> I ^ .IV 

HE 


with the rochet- 
leiechiiig guyn es 
host you cee until 
you find the boots 
inride the 
sefthoune. 


Bad Robot* 

Several of the lebs ot the appar floorn contain rohotic 
guards that chase you end fire streams of missiles et you. 
Lay iato them with your Rip Gun or Kineticore end retreat 
from their ensoultn. After beutiag e par of them oa the 
fourth floor, you'll get the lent leb pasn. 


FRIEflDW FIRE 


Daikatuna's true strength is in its storyline, but there is still reason 
to play on after you've beaten rite one-player game. Up to four 
players can play two different multiplayer games. One is a straight 
dcathmatch where you run around and try to frag each other 
ad infinitum, while the other concentrates on collecting jewels 
while fighting. 


draw vour suiORB 


Of course, we left out the final and most exciting chap¬ 
ter—the one where you must finally wield the Daikatana 
in a sword batdc to the end with Mishima. The honor of 
your ancestors is at smite, and you must prove yourself 
worthy of the blade. If you win, it's over...unless, of course, 
one of your companions has been less than truthful... V 
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That’s right, folks—pretty soon 
. you'll be able to kick it to 

the Kirb' on your 
N64. The star of 
many classic NES, 
Super NES and 
Game Boy games 
is puffed up and 
almost ready to go. 


' Vil is not well on Popstar, where Kirby ind his friends make their 
t bus Arrived from nearby Ripple Star with the ominous news 


home. A distressed 
that the Dark Mat- 


vik. In an attempt to save Ripple Star's most precious resource, a magical crystal, the 
has been beset by the Dark Matters hordes. The crystal has shattered into si* 

to Kirby and his pals 


faeces, die shards plummeting ontosix difl 
?t recover the crystal pieces before tb 















Tlie Dark Matter isn’t the only entity in the universe that 
can do some engulfing. As Kirby fans know, the puffball’s 
main strength lies in his ability to inhale enemies and 
copy their abilities. Kirby still gets around like he did in 
all of his other games: He can jump repeatedly, sucking 


air into his mouth to fly for brief periods 
exhales gusts of air to fight foes, as well. B 
himself Kirby can slide along the ground tc 
enemies. And, of course, he has the power to suck just 
about anything into his mouth and then spil 




Check out tba Kirby slidaf 
This'll K.Q. most grsusd-bound 
asamiss usd possibly trip up 
soms others thst havo sa vui- 
bla wssknsssoa. 


Of course, there will be many 
game sitastioes that raqaire 
you to puff Kirby up rspsstodly 
to svoid as saamy or raach s 
high plstfarm. 


Tha isws of physics floa t hold This is a side-scrolling gamu 
much sway whss this hero with caul 3-0 alomasts, and the 

yawns. If it isn't naiiad down, envirosmsnts sra widaly varied. 

Kirby can inhala it and then Ora rt As you css in. Kirby H have ta 
tihe s nwssilo. gat wat. 


run into Kirby's three blends | 
throughout die game, and 
every time they'll do their 
best to give him a hand. 

When his friends aren’t 
around, Kirby will have to depend on 
hi* enemies to provide some copycat 
fodder for his arsenal—bnt you’ll have 
to turn die page to see that. 


To battle this 
rattan tree, 
you'll have ta 
roam tho circu¬ 
lar pathway 

htg shsrpanad 
roots mid using 
tha tna’s 
applet Mamma. 


This angry ores 
wtwldrnimtko 
the cut at Sea 
World. Hist's for 
sura. Bottling 
urnlarwatar 
takaa fhwasa, 
ts Kirbys move' 
mantia impaired. 


Kitty may leak 
Hke a marshmah 
i W, hut ha duiet 
Vt want to ha 
tirnu J into a 
/mart by the 
hat-tampara# 
'sva Kianstar. 


Thor# sre many 
areas whsre yau 
no for* nda. 


Samatimts yau 
gat to cantral 
anathar charac¬ 
ter. Hera Kirby* 


seem tabs 
ontoying that sled 
ridt, but watch 
out for Miidai) 
crevasses. 


buddy carries 
Mm and uses hir 
mallet ta clear 
out walls and 
‘inertias. 


assessed him. 
talk about roai- 
istio psmtingsl 
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There axe seven types of enemies that you can copy in Kirby 
64“fire, rock, snow, electricity, spike, boomerang and 
bomb—and mixing and matching them is the name of the 
game. Kirby has room to use two abilities at once, and 
every pairing of two enemy types will createa new weapon. 


aooiub *** 

While n^ng two types of * ** 


k.k r 





ceiesRArc niRftif ®af 

mn d zero for a splen ^ bounce higher and 

L B Button repeatedly, K y spectacular 


L M X. 


twin A 8 MF miBBT 

^ ,ZZ* B- 


OARm KIRBY 

clecmccncmyindatoom ' g^ ^ a iwm-tipp-d 

** * ,1,n S ^plSy p- 55,n8 B ' y0 "'" m “ k K,Ay 






SMACK rw* 

w m =f *< 






mZ| 


mov>jt 

Let ,th,nu^th,^^^^ 

extremely high tempera on insl de a volcano, isnt 
Well, that's pretty much g a fire enemy, 

«’ When You comb™ ^^ofmoltenmagma. 


NIUI£NBQ«'OWE* 






^ right, rock and firc^on- k # 
and electricity? This interesting ! ° g ' H ° W about rocfe 
boulder that is tethered to n § mU fT t produces a huge 
cord of electricity. Press diff, T htr ° bp a skiing 

trd Pad * ^ swmg 1 iitiTcr Ac con - 




jaws or Lire 

wXSifetj ttr'tt” K,rh>rhas **»!«*- 

transformation from adorabfrr ? fesuir WlI! be a 
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KlKBY 6 4 
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* 


STOME COLO 

If You really don’t life ajj fK 
enemies, , U st find two rock rr maneuverin g around 
Combine their talents to turn ' close together. 
dcr *« can roll over anyth,^ * hugc bou} ' 

t0 W W Kouk! trtW^ 




▼ r 


So u , &W&W 

up c w? * 

variety. Kirby will st n-trh I ? ? yWlth one <* die fire 
Naming arrows at distant assailant! Th! .* ***" *** fire 

4m b ’ *• f you tow 


r*OSTY S fi„ . , 


- ^ 




C 0 i&tmw Ooh r <£oi 

Don’t you worry—we’re not letting Kirby go that easily. His debut on 
the N64 is getting closer all the time, an d we’ll take a much deeper look at . 

• i* gorgeous side-scroller as its release date approaches. Until then, rest “■* 

assured that this game will give gamers .nvhole new reason to low Kirby. With so many 
different moves t» evptorc and use, the game will never pl ay the same way twice, and you'll'^ 
ovet and over jitist to get your frvonte weapon tombo. I s b«tt ■» long wait, t ut i 1 be worth k.V 
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SMfl WARS. ROGUE SQUAORON 

Josaph Marino*, Valt*|o, CA 
Cr«slon Marlin, Nsw Albany, III 
Jaremy McCoy, Alpena, Ml 
Russall Maszaros, Acma, AB 
Sfaphen Moahla, Br*a, CA 
Josua Mohl, Marysvlll*, PA 
Chris Moor*, Madison, Wl 
Ry*n Nall, Olney, IL 
C J. Namec, McKaas Rocks, PA 
Matt Duvarson, Boone, IA 
Jonathan Paula, Nahant, MA 
Jaremy Portillo, Crastuisw, FL 
Erik Prunada, Stlah, WA 
Justin Oumn, Monroavilia, NJ 
Christopher Rhodes, Palm Coast, FL 
Joe Satava, Atamogordo, NM 
Patar Schatzman, Spring Hill, FL 
Brandon Schlichter, Clrelavilla, OH 
Oamal Schukar, Cambridge MA 
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Pokdmon Stadium 
Hud. Splash and Slurp 

Just because you’re a Poke Master doesn’t mean you 
can launch your Ekans onto a Diglett, spnngyour 
Magikarp skyward or outslurp other lickitung. 
Prove your Kids' Club skills by sending us snap¬ 
shots of your record scores in Sushi-Go-Round, 
Ekanss Hoop Hurl and Magikarps Splash. 



Ridge Racer 64 
Renegade Eapert 

It’s called Ridge Racer because its sheer speed 
takes you close to the edge. Just how close can 
you get? Floor it and go for a Time Attack record 
in the Renegade Expert course. If you're one of 
our fastest finishers, you’ll receive Power Stamps 
for our Super Power Supplies Catalog. 



Top Gear Myper-Bihe 
Hyper Tricks 

Evel Kneivcl has nothing on you. Show off your 
daredevil prowess and stunt work skills in 
Kcmcos Top Gear Hyper-Bike. Photograph your 
top score for the Stadium Race course in Trick 
Attack, then send it in for a chance to land both 
wheels in Arena. 


THE LEGENO OF ZELQA: OCARINA OF TIME 



% 


In Pokaman Snap, 
you list a piico of 
Pokimon Food so that It 
faouncas aix times on 
Snorlax’s bally? 


\ 


© 

4V 

I 




QJ 


^ 1 


Without using any lt*m« 
In Ona-Playar Mada ’ 
Stipir Sn ish Ira*., pan 
you score SIS% against 
any opimunt? 


% 


ChaMe no e 


SGovenoard 
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Brandon Cottla, KnlckarttocKar, TX 

Jsssa Couch, Nelson, BC 

Kurt Crlss, Grafton, WV 

Shano Czstjw, Grand Rapids, Ml 

Tim Da la, Warrenvilla, IL 

Mlchaal Damianl, Plano, TX 

William DaLuna, Antioch, CA 

Buss Dickson, St Catharines, ON 

Patrick Donegan, Slatan Island, NY 

Mika Dougharty, Woodstock, CT 

David Edall, R^go Park NY 

Alixandra Emond, St-Gabrial, PO 

Chris Faini, Charlotta Hall, MD 

Erfk Flnck & Damien Paarson, Carpmteria, CA 

Dwen Flatchar, Boise, ID 

Oavm Folk, Carmlchaal, CA 

Bryan Frauhigar, Warsaw. IN 

Matthew Fredanksan, Valdosta, GA 


SUPER RETURN OF THE JEOI 

Ian Janosko, Munhall, PA 
Paul Tosch, Warren, Ml 

SUPER SMASH BROS. 


9.S5B.5D0 

2,003,325 


Willy Adlar, Washington, DC 
Andraw & Adam Aguilara, Faradiso, CA 
Raymond Almada, Hayward, CA 
Dane Alvord, Tempi*, AZ 
Josh Anderson, Fresno, CA 
Mictiaal Anderson, El Caton, CA 
Chris Annama, Lebanon, NH 

ALL STAR BASEBALL 2000 

4 . 

Oanlsl Horan a, North Royafton, OH 
Matt Sudol, Capa Coral, FL 
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With so many games out there, it’s aasy to forget 
where you are. Do you recognize this locale? The 
mystery location and the name ot the N64 game 
that It’s from wilt appear in next month’s issue. 


do wot» wrta* 


Photograph jour achievement?* for any of this month’* xhrtt Arena Challenge;, 
diet»mail your snapshots or challence ulea* to: Power Player’s Arena, P.O. Bow 97033, Redmond, WA 9^073-9733. 
E-mail digital photon and challenge ideas to: arena(®mnTendo.com. Please include the following info on the bad; 
of your photo or in your e-mail- Name, Address, Membership number (if you have one), NPVbl number and 
Challenge number The deadline for this month’s challenges is May 10,2000 If we use your suggestions or yon re 
one of our top qualifiers, you’ll receive Power Stamps good coward merchandise in our Super Power Supplies 
Catalog for ul member j. Surf to wwwuuntendcscom to see a complete list of qualifier!. .. .*. 


; mi 


Pok£mati Puzzle Pieces 

A Stindslash E Arbok 

B. Kakuna F Kabuto 

C Rhydon G Wiqglytuff 

D Dngonrte KSIowbro 

St Patrick’s Day Quiz 

1C 2B.C3A.B, C4A5B 

Who Am I? 

Clayton from Disnpy's Tarzan was 
voiced by Brian Btessed who also 
played Boss Nass in Star Wars: 
Episode I The Phantom Menzco 


MIDDEN WORDS 

Can you find the 16 Pokcmon names hidden in the story below? The example, which 
contains the Pokcmon names Kabuto and Ditto, illustrates how the words may be hidden. 
Punctuation and spaces can separate the letters that spell the Pokemon names, but the 
letters must be consecutive. And be careful—weve included some words that closely 
resemble Pokcmon names, except they have an extra letter or two, just to throw you off 
track (spelling counts, after all). Can you catch cm all? 

Example 

Mac didn't like to dance to ska, but, of courte, Emma did It to spite Him. 

i 1 

kabuto ditto 

RNR THE 16 P0K4MQN NAMES. 

lugging their kayaks, Emma and Mac continued their long trek to seek anewers about the 
oddly haunting geyser that eprouted up In the river. They were both tired, so they made 
a etop In Sir lancelot Park and felt eafe. A row of tente crowded the sandy campelte, 
leaving them no room. Any tent wae better than nothing, but Emma and Mac couldn't find 
an unoccupied tent. A cool breeze began to blow In, and the two felt too cold to hang 
around. They decided to move on by riding one of the camper'e horses to the geyser. 

The horee elevated tte head and epled Mac ae he approached with his kayak, Mac tried 
to be friendly, but ft let out a growl. It headed for the hills In a wrathful, rapid dash. 
Angry Mac hopped and yelled, 'A horse, a horse! My kayak for a horee!" 

'I guess we’ll have to row to the geyser," Emma remarked. 

"Emma, row a kayak and watch out for the stupid geyser In the middle 
of the river," Mac ordered. 

'How far? Can I nearly miss the geyser?" ehe aeked as she rowed 
agatnet the swirling water. Ae ehe would eoon eee, veering would be 
her beet option. Paddling harder and harder, Emma managed to back 
off In good time but not before she could catch a cloee look at the 
waterepout. 'I figured out the source of the geyser," ehe ehouted back 
to Mac. 'The eea dratne the stream and whlrle It into a ghastly, 
equlrtlng, vile plume!" 
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Coming Aft tactions 

Pokemon Stadium and Pokemon Trading Card Game have already established 2.000 as the year of 
the Pokemon. But there’s much more. Four more titles will be making their way to your N64 and 
Game Boy by the dawn of 2001, so read on to see what the future holds! 



Hey You, Pikachu! 


Formerly known as Pokemon VRS and 
Pokemon Genki Dechu, Hey You, Pikachu 
looks to arrive in the States late this year. 
Following in the genre-busting footsteps of 
Pokemon Snap, Hey You, Pikachu can’t truly be 
described in any conventional video game category. 

The game will come equipped 
with a microphone that attaches 
to your Controller port. By giving 
voice commands into the micro¬ 
phone, you can communicate 
with your close pal Pikachu. 
Much like a virtual pet, Pikachu 
will grow quite fond of you if you 

. p,, , ,, say the right things—of course, if 

As you can see. Pikachu will interact u u 

wit h ot her Pok6mon over tha course y° u Pikachu some names it 

of the game Well have to wait and doesn’t like, you may be in for a 

shh what Diglett's dang shocking surprise. There arc 

many challenges in the game, all of which can be completed by 
working with your cyber-buddy. For instance, one challenge is to 
help Bulbasaur make a ' 
meal. By issuing com¬ 
mands to Pikachu as it 
runs around the envi¬ 
ronment, you'll help I jh 
find all of the ingredi- ‘ 

ents for Bulbasaur’s 
dish. Everyone will be 
talking about this game! 


Check out the cool gear you'll use to play tins 
game We're not sure if Pikachu will like your 
Elvis impression, but you might as wall try 


Pokimon Gold and Silver 

We've already doled out a bunch of tidbits on Gold and Sil¬ 
ver, which will join Red, Blue and Yellow as the mainstays of 
the Game Boy Pokemon universe. These games look more 
and more incredible as time goes by, with many more new 
Pokemon to catch, collect and do battle with. We’ll keep 
updating you in the Pokecenter as more information on 
these games leak in, but until then, take a gander at a few 
more screens. Gold and Silver await their release this fall. 



LiAffiUJi iH.tr i y 
tfcc t*** 


We're not exactly sure what 
type this character is, but—it 
looks like it could hold its own 
in a fight 


< 

O 



: 


: 




If you look closely at this menu 
screen, you'll see several suspi¬ 
cious typos Is that an egg*? And 
what’s the batlike type at the top ? 


Pokemon Attack 

This one is so mysterious, we don’t even have a screen shot 
of it. All we can tell you is that it’s a puzzle game along the 
lines of Tetris that involves your favorite characters. It’s 
being developed by the big brains at Nintendo Software 
Technologies (NST), the same folks who brought us Bionic 
Commando for GBC — if that doesn’t get you excited, noth¬ 
ing will. Since Pokemon Attack is slated for a summer 2000 
release, you can be sure we’ll hear more about it soon! 


78 


NINTINOO POWER 
























Yes, we know. Our fantastic website www.pokemon,com is chock 
full of all the latest news in the world of Pokemon, Put weVe got 
the goods, too. When you Ye not online, head to the Pokecenter to 
find out what’s going on the old-fashioned way. 

Q: I'm tot illy confused about the differ- to raise its level, but when it passed the 
ences in Pokemon strength. Are traded level it was supposed to evolve at, it didn’t 
Pokemon stronger or weaker? And does it evolve! Is something wrong with my game? 
matter if you use lots of Rare Candies to 

raise their levels instead of battling? Ai It's fine. It just so happens that when you use 

Rare Candies to raise your Pokemon s level on 
A: All nght, here's the deal. When you trade a the Stadium data screen, it won't cue the evolu- 
Pokemon, it will gain experience faster than tion process. To let your Pokemon evolve, just 
Pokemon who arc still with their original go into the Game Boy Tower and give it a Rare 
owner. This means that they will raise their Candy in the traditional Game Boy interface, 
experience level faster than other Pokemon and 

will evolve and learn new attacks faster. All that Q; Can I trade Pokemon from my 
high-speed level increasing comes at a price, Pokemon Pinball game with a friend? 
however. Pokemon that have never switched 

Trainers will always be more powerful than a Ai Unfortunately, no. All you can do is link up 
Pokemon of the same level that's been swapped, with a Game Link Cable and swap htgh scows. 
Raising your Pokemons level with Rare 

Candtcs has the same flaw. Sure, it's a quick Qj How do I printout my pictures from the 
fix, butyour Pokemon wtll not ultimately be as gallery area of Pokemon Stadium? 
powetful as f you raised them all the way by 

gaining experience points. A: You do it the same way you did it for 

Pokemon Snap. First, visit www.pokemon.com 
Q? Playing Pokemon on my television or call 1-800-859 452,1 to find the nearest 
using the Game Boy Tower in Pokemon Snap Station. Head over there with your 
Stadium is so cool! Can I use the Transfer Stadium Game Pak, plug it into the machine 
Pak to play any other Pokemon games? and follow the directions. Momentarily you'll 

be rolling in sticker portraits 

Ai Sony, but no. If you tned to plug Pokemon 

Pinball or Pokemon Trading Card Game into Q: I took a bunch of pictures of my 
there, nothing would happen. The same goes for Alakazam in Stadium and compared them 
the rest of the Game Boy library. with a friend of mine who has the s ame 

Pokemon. Much to my surprise, I noticed 
Q? What's up with my Yellow Game Pak? I that their coloring looked substantially 
can't make the MissingNo cheat work, different! What makes the same exact 

Pokemon look completely different? 

Ai You sure can't Considering the fact that 

“MissingNo' was a glitch in the Pokemon Red Ai IPs all in the name. The color of your 
and Blue games and not a sanctioned cheat, the Pokemon will vary slightly depending on the 
programmers managed to remove it from the first couple of letter.s of tts name. There's one 
Yellow version. Now where are you going to get special case as well Pikachu from the Red and 
infinite Rare Candies? Blue verstons will look and behave one way 

when in front of the Stadium camera. If you 
Q: I was using the Lab in Pokemon have a Yellow cartridge, however, your special 
Stadium to useTMs and other items on my Pikachu wtll look and act different, and may 
Wartortle. I used a bunch of Rare Candies even go so far as to give a fnendly wave. 





R*ichu & Pikachu 

Joshua Air*fcy 
Colll«rvil!«, TN 
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Now that you’ve had time to get into the trenches with Pokemon Stadium, I’ll bet you 
have some questions. As a nod to this awesome game. I'm going to do an exclusive, 
all-Stadium Q and A this month. Sure I can do that! I'm the prof! 

How do I defeat the Gambler in the Prime Gup Master 
Ball? He always seems to cheat! 

Hcs not cheating—he s )ust getting lucky. Every Gambler goes 
on a hot streak, and unfortunately, you seem to be on the losing 
end of his run Basically, the Gambler uses one-hit K O. attacks 
more and more as you progress through the various Balls, so by 
the time you meet him in the Master Ball, he's using them 
almost exclusively. We’re talking about Fissure and Horn Drill 
here—attacks that have a very slim chance of connecting but 
use lethal force if they do make contact. Basically, the Gamblers 
rolling the dice, and all you can do is disrupt his attack pattern 
and hope that luck isn't on his side. 


have only one Transfer Pak, but my friend and 
both want to upload our teams. How do we do it? 

That’s an easy one, and there arc a couple of ways to manage the 
maneuver. The first is simply transferring your Pokcmon into 
one of the N64 boxes. You can put one team inside an N64 box, 
turn the game off, then upload your opponents team from its 
Game Pak and battle away. You ]ust need to remember to trans¬ 
fer the Pokcmon back into your Game Boy Pak if you want to 
take them home with you after the battle. The other way to do it 
is through registration. Simply go into the Free Battle area and 
register your team using the Transfer Pak. Once it’s in there, 
turn off the N64 and turn it back on with your friends Game 
Pak plugged into the Transfer Pak. Register his or her team— 
you can register up to ten teams, so why not put a couple in 
there? Once you’re done, each of you can pick from among the 
registered teams and duke it out. 


chMtzMt **• vu mj** 


The orange rolls are the priciest in the 
Sushi Bar All that extra tobikko 
doesn't come cheap 1 


We're divided on whether the green 
stuff is wasabi or green tea. but one 
things for sure Itstoohot 


One of the best tactics is to paralyze It doesn’ 1 : matter how strong your 
his Pokcmon If they can’t attack. character js— if Fissure or Horn Drill 

they cant one-hit KO you connects, your Pokemon% out 


Registering favonte teams is proba* These techniques work only in the 
bly the easiest way, but remember Free Battle zone If you want to use 

to erase them if you don’t want your the VS Battle Mode, you'll both 
friend to use your PokGmonl need Transfer Paks 

I can't figure out this Sushi-Go-Round minigame. 
What's going on with those lickitung? 

Well, they’re eating sushi! The key is to ring up a huge bill, so 
you have to gobble as fist is you can. Some items art pricier 
than others, and it helps to eat a few of the same items in a row. 


Is there a way to conceal my attacks when fm 
battling against a friend? 

Since you're both using the same screen, your pal is going to sec 
your entire attack arsenal whenever you press the R Button dur¬ 
ing battle. By the same token, he or she will glimpse the Pokc¬ 
mon remaining in your stable whenever you switch them out. 
Since you can't alter the game to hide your info on the screen, 
take the old-fashioned route. Write down your attacks and the 
C Buttons they’re assigned to on a piece of paper. Use the paper 
to select your next move and never press the R Button. 


If you want to keep that surprise 
attack a secret, you can't use the 
handy R Button reference 


The same thing goes for a Pokcmon 
switch Memorize which button 
each Pokcmon is assigned to 
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VI #« ***** 


RocHester, M.y 


#151 Mm 

Simon Won 
Hanover, ON 


#3 VenuMur 

Nathan Volk 
j9ch##t#r, NY 


Electrode 


Dodrio 


Faraecct 


Dragomte 


Exeggutor 


Send ^uc^tions, comir ints and art to: 
Nintanrta Powar 
P.0. Box 970B2 
Redmond, WA 98073 


So how's Stadium treating all of you? Are you 
feeling like your teams are a little more mortal? I 
told you there were some mean Trainers out there! 

Ooh, this is a good one! This month we're featuring the battle-tested team of Jeremy 
Camacho of Virginia Beach, Virginia. Its increasingly rare to find a truly powerful team 
without Mew or Mewtwo on it, but Jeremy s team fits the bill and more. It just goes to 
show you that there are nearly limitless variations for teams, so keep experimenting until 
you find a group of Pokemon that’ll stack up no matter who you face. 


Jeremy s lead is 
almost elways 
Electrode, merely 
because it generally 
gets the jump on any 
opponent Ha starts with 
Light Screen for protec¬ 
tion, then lets loose with 
Thunderbolt, which has a 
higher success rate than 
, the moro powerful 
Wi 


Swrft 

Light Screen 
Thunderbolt 
Explosion 


Thunder With Swift, 

Electrode has a chance against Rock- end 
Ground-types-it'll hit them while they're using 
Dig If things look grim, it’s time for Explosion 


Parasect is ostensi¬ 
bly on this team as 
a secondary line of 
defense against 
Mewtwo (first line 
Electrode's Explosion) 
Ageinst most other 
Pokemon, Jeremy sets 
up with the high percent¬ 
age Spore and then hacks 
awey with the Critical- 


Slash 
S pone 
Mega Drain 
Leech Life 


Hit-inducing Slash Mega 
Drain is great for recovering lost HR as is Leech 
Life—we might recommend replacing that 
1 Leech Life with Leech Seed for variety 


Jeremy's power¬ 
house is a mixed beg 
of tncks With 
Bubblebeem, Fire 
Blest and Thunder, 
you never know what 
you're going to get, giving 
Dragomte tna advantage 
of surprise Of course, 
both Fire Blast end 
Thunder are gambles— 
they sacrifice accuracy 
for power—but when they connect they're bru¬ 
tal Jaremy topped Dragomte off with Hyper 
Beam, which is the perfect finisher 


♦ Bubblebeam 

♦ Fine Blast 
^Thunder 

♦ Hyper Beam 


While Jeremy r ecog¬ 
nizes that this 
Normal-and-Flying- 
type has weakness¬ 
es, Dodrio's high Attack 
and Speed retinas make it 
worthwhile Tn-Attackis 
effective across the 
board, while Drill Peckhar- 


Mimic 
Agility 
Tri-Attack 
Drill Peck 


nesses the power of the 
Flying-type in a brutal 
attack Jeremyuses 
Agility to boost Dodrio's Speed up another notch, 
and he keeps Mirmc in reserve as a last resort 
against tough Pokemon. 


We're glad Jeremy 
putStarmieonthe 
teem, because we 
here at NP love this 
Pokemon to death. 
Psychic is a brutel attack, 
and since Starmie can 
Recover, it'll get the 
chance to use it often. 
Bubblebeam hits more 
often then Hydro Pump 


Ffeychic 

Recover 

Blizzard 

Bubblebeam 


and is slightly more pow¬ 
erful than Surf—not to mention the fact it might 
cut into the enemy's Speed Blizzard, while a 
gamble, is absolutely devastating whan it hits 


Here s another of our 
favorite Pok&mon 
Jeremy's Exeggutor 
has Psychic, the 

strongest of the Psychic- ^ q- _ 
type attacks. Sleep Barrage 

Powder is nearly 100% * PwrhIn¬ 

effective, and once the rsycnic 

opponent is catchina some ♦ Sleep Powder 
Zs, Exeggutor can charge r 

up a Solarbeam and let fly * Solarbea m 
with Grass-type fury 
Jeremy uses Barrage as a finisher and as what he 
calls "an annoyance attack." Jeremy came, he 
annoyed, and he conquered Right onl 


Officer Jenny 
lack Gephardt 
Suffolk VA 




























The only thing more fun than playing with Pokemon toy© I© checking out the lat¬ 
est wave of em. We had the honor of attending Toy Fair 2 OOO in New York City 
this year, and the sneak peek at the 2 OOO Pokemon lineup ha© u© craving more. 


Obviously there were more toys than you could shake a stick at at in New York, and, as expected, Pokemon was a pow¬ 
erful presence. Hasbro put on a miniature show of Pokemon products, showcasing kid models strutting the catwalk 
with all manner of new stuff from Hasbro, Nintendo, Wizards of the Coast and Tiger Electronics. We saw a Pokemon 
Battle Stad lum, which is an electro rue battle arena that you plug your v ^ ^ • 

Pokemon figures into to fight, as well as Pokemon Scratchecs, a Jflf FI SJ' (Q S^L |B 
scratch-off minigame pictured at left. There were plush characters, ft! Q 

racers and Action Combat Figures that feature actual attacks. There r'Jrji 

was much more than wc can show here, but Dust us—it'll be a 3 1 Aft v 

■-goodycar. s *2, V 


There's a dentist's nightmare worth uf Pokemon candy 
headed our way, from lollipops to gummies to gum Our 
favorite had to be these Candy Catchers from Toy Site, 
though—the Pokemon reach down and pick up the candy 
for you 1 


These battle figures contain an electronic chip that keeps 
track of how many battles they've won or lost in the 
Battle Stadium, _- 


Toy Site was also responsi¬ 
ble for those excellent 
Pok6mon dog tags you saw 
in '99 They re continuing the 
winning tradition with Gold 
Edition Dog Tags and 
Collectible Movie Edition 
Dog Tags Next up dog tags 
for dogs (just kidding) 


Micro Machines playsets will arrive in 
woridK^ 


Alpi, which is already well-established in glow- 
irrthe dark decorations, is coming out with 
eight different collections of Pokemon themed 
stickers You can make a universe of Pokemon 
constellations! 




For more Fbkemon new&, be eure to check out www.pokemon.com! 


MUWW 
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Reserve your game 
today at FuncoLand!!: 




Expected to be available by May 23, 2000 





Order @ www.funcoland.com 

or 

1-888-684-8969 (Toll Free) 

or 

Visit us at any of our 400 store locations 

* FuncoLand buys, sells and trades video games. 


(Nintendo) 


Unit <hv wr custom* QuanWee m limited No dealers « testfe*. Ofer expire May 30 WOO Traded wto varyby f*toawl F toeoUnd reserves tt'prtfrtto r«tus* purchase erf any product Sat wm tor Mails > Wanufccturw r«&was 
*ftB nghl to delay game ’life at their d’scra'an Nintendo 64 ■ft' togs Nintendo are registered trademarks ol Nintendo of America O WOO Rnco, Inc. FuncoLand « e r*g sternd tidemark or Funca Inc All ngmt resent* 






















£ KONAML 


While real-life 


sports require you to have arms, legs, 
pecs and even nerves of steel, this seasons video track 
meet requires you to exerase fingers of steel. And that 
sted had better be well-oiled, too, because Interna¬ 
tional Track & Field 2000 is yet another in Konamis 
long line of adrenaline-charged, finger-numbing ath¬ 
letic button-mashers. The first T&F title for the N64 
(a cousin to Nagano Winter Olympics ‘98) boasts 
winning graphics and four-player competitions in 14 
events that take you everywhere from the track and 
field to the gymnasium and shooting range. And with 
such a wide range of events, there's a sporting chance 
you could even develop buns of steel—especially since 
going for the gold will take hours of couch time. 


JRUEUN THROW 


O'- VIN7I *00 POWff 















The gold medal score printed to the right of each event name is tion. If you beat that score by just a centimeter or a fraction oJt a 
the best that the CPU athletes will ever score in that competi- second, you'll be guaranteed a first-place finish. 








Though hardly as draining as pumping real iron, Konamis 
clean and jerk likewise will test your stamina and dexterity 
since it requires you to power up three meters. 


Before you begin, tap top C to set the bar height (two meters 
is the max for your first attempt). You'll have three chances to 
clear the bar every time you set it at a new height. 


The first mater determines the clean or lift, the second determines the 
jerk or lunge, and the third determines how long you hold up the weight. 

Clean and Jerk Stamina 


For any event requiring you to build up power, you must alternately tap left 
and right C You can also use A and B instead, which may be easier to hit. 


Jump 


Once you've heaved the weight 
above yourhead, a Iternately 

puuf'll* ti' O U rCuA A 

canto keep the t irbell raised. 


As you power the first two 
meters into the gauge's highlighted 
zone, rin i mrr mt; ytAuw necffit 
pulses into tht highlighted area. 


Build your speed during your Release Z when the Angle Meter 

approach, then press and hold Z hits 45 degrees, then tap Z again 
itf - x. V-iM c* 1 t adMtauft ik*% WhihASt VV 

right More crossing tfu? white line, the highlighted zone. 


Dashing no meters wouldn’t be so tough, except someone has 
placed ten hurdles in each lane. Timing is everything, so make 
surefooted leaps to keep your power running at the max. 


While tapping the C Buttons (or A and B) to run, hit Z to lump Since 
you'll close in on the hurdles quickly, catch air early to clear each one 

Jump Run 


No matter what happens—even if 
you miss a hurdle—maintain your 
running power In the end, your 
speed will make the difference 


You can crash into a hurdle, sail 
over one but catch your foot on it, 
or jump dear over it Clear it by 
leaping early 


Weight Lifting 


High Jump 




S HOm Hurdles 


GOLD 

13.27s *c 


Tap the C Buttons to run, then hit Z after you spnnt past tha photograph¬ 
er's table to throw and finish your approach lust short of the foul line 


Throw 


Approach 


If you release Z whan your Angle 
Meter hits 45 degrees, you'll send 
your javelin sailing along the best 
possible trajectory 


The key is to know when to throw 
Leave yourself enough room so 
you won't stumble across the foul 
line after you've hurled the javelin 


n the Javelin Throw, your momentum will cause you to lunge 
ihcad a few steps after you've thrown, so initiate your toss 
hree or so paces before reaching the foul line. 


VOLUME 131 Q] 


INTERNATIONAL TRACK ft FIELD 






























Whilt the other events emphasize timing and coordination, 
the 100-meter Freestyle is a pure test of endurance. The big 
swim lasts close to 50 seconds, and, for the entire race, you 
must pound the C Buttons as fast as you can to stay afloat. 


As in any other power- or speed-building event, you must rapidly tap the C 
Buttons or A and B Pause the game to view the alternate Controller setups 


Finish 


To keep the lead, you must 
m’dii iid 111 a SwiVl enouyii an i\ on 
mashing pac^ th it keeps your 
meter colored red instead of 
washed-up blua. 


If you can keep your meter in the 
VJii lai i’iTosl or UitM aue ano iinisn 
"t or under 49 32 seconds, you'll 
soak up gold-medal victory. 


/ j 

Hammer Throw 


Spin the Stick until the Swing Counter hits zero. Press and hold the Z 
Button to set your angle, then release it to set your hammer in flight 


Swing 


Throw 


Keep rotating the Stick until the As you hold Z, the Angle Meter 

Star jtoorftfc Tctius “w/'triciTpi -tA v»lfi Vfn fAwi’rf ffcotnfcb 

and holdZ as soon as the meter th^ line at the halfway point to 
ent jrs th»3 at twelve o'clock, throw at a 45-degree angL 


Pole Var t 


5 .S J-m 


GOLD *1 B ■ 1 _-_■ n _ GOLD 


Horizontal Bar 


a.copts 


The Pole Vault works like the High Jump, except you don't 
need to worry about your angle of approach. Instead, you 
must worry more about timing, since you'll have only a small 
window for executing your Timing and Recover actions. 


T&F 2000 sports two gymnastics events, and only the Hon- 
zontal Bar is playable when you first begin Trial Mode. Like 
the other gym competition, you must execute random rou¬ 
tines, so the button combos will vary with every go-around. 


Run then hit Z when your Timing Meter hits the arrow Immediately after 
that, your Recover Motcr will fill up Hit Z when it reaches the arrow 


Plant 


Vault 


Though the precompetition tutorial recommends that you use the Control 
Stick to execute your sequences, using the Control Pad may be easier 


Routine 


Dismount 


When you reach the mat, you'll 
automatically plant your pole To 
vault, tap Z when the Timing 
Meter hits the highlighted zone 


No part of your body can touch the 
bar as you sail over it Pull off the 
feat by hitting Z in conjunction 
with your Recover Meter 


By tapping the Z Button while your 
meter enters the highlighted area 
of the gauge, you'll initiate a 
sequence in your routine 


If you press the Pad or Stick 
according to the sequences that 
appear and beat the timer, you'll 
pu!l off your moves or dismount 


FTl NINTENQO POWER 


100m Freestyle 


In the second throwing event, you must rotate the Stick to 
power your windup enough to send your hammer hurtling 
through the air. To nail the best (and blisterless) results, hold 
the Stick with your thumb and index finger as you spin it. 





























































A loo-metcr foot race is no sweat compared to 100 meters of 
Freestyle. The foot race lasts for only 10 seconds or so. 


similar to the High jump. Begin 


The Long jump setup is 
leaping as close to the foul line as possible for max distance 


Like the Freestyle, only briefer, the Dash has you pounding the left and 
right C Buttons or the A and B Buttons to maintain speed 

Dash Finish 


Quickly run for the foul line, then press and hold the Z Button right before 
you cross it Release Z when your Angle Meter reaches 30 degrees 

Approach Jump 


You must alternate between but¬ 
tons when pounding them or you 
won't hit your stnde or pump your 
meter up to themaxed-out red zone 


Since the race is short, getting off 
to a good start will make a differ¬ 
ence After "Set" fades, "Go" will 
appear one second later 


As you hold Z, the action will 
pause and your Angle Meter will 
fillup Release Z when the meter 

Ms. Tr* ill A. 


Power up your meter so that it's 
well into the red by the time you 
close in on the foul line Press and 
ifiiVfl 2. lu uuyin yuui juliip 


■ lOOm Dash 


Only to of th c game’s l events rt Available when you first give and V ult events. A silver-medal finish in all events will t arn you 
Tn \ Mode spin. To unlock th* remaining events, you must the 13th competition, the loo-meter Breaststroke, while scoring 
medal m all 10 events. All bmoaeswill unlock the Tnllpshooting gold *.■ h«v>M "' M open tW lump 



The Vault is one of the game's few events for females, and its 
combo-based system works much like the Horizontal Bar. 


At the shooting range, you'll have six shots per attempt. Use 
them wisely, since there's little leeway for error 


Run to the vaultma horse, then rattle off the sequence The tall meter 
the right side of the screen will drop Hit Z when it hits the yellow 

Routine Dismount 


You'll have two targeting setups, Normal and Reverse, to choose from In 
either scenario, the Stick will control your sights and Z will fire 

Aim Shoot 




Once you've finished the 
sequence, watch the vertical 
Landing Meter on the right When 
it hits the yellow line, tap Z, L or R 


Build up your approach Right 
before you reach the horse, a 
Control Pad sequence will appear 
Punch it in before the time runs out 


Hit A to begin each of the 10 waves The helpful green targeting boxes 
of targets The Combo Counter will lead you to your targets Set 

will display the number of targets your sights on them to zera in on 
to be launched in that round the airborne clay targets 


Vault 


Trapshooting 


INTERNATIONAL TRACK & FIELD 2000 







































Though hardly as grueling as the 100-meter Freestyle, the 
Breaststroke event nevertheless is 100 meters of rough sail¬ 
ing. Precise timing will help you keep your head above water. 


As the needle ticks back and forth in the Timing Meter, hit the L or R 
Button just as the needle hits the corresponding side of the gauge 

Stroke Finish 


Time your button-presses for when If you tap L or R when the needle is 
the needle slidespast the section about halfwey between 'TIMING" 

to fit tho word "TIMING." nail a "Great" stroke. 


TIMING 


>* 1 100m Breaststroke’ <2 


GOLD 

55.27min 


[^Triple Jump 


GOLD 

17.49m 


Winning Gold in every Trial Mode event will unlock the last 
competition. The Triple Jump is probably the trickiest event 
since it requires three swift, well-timed button-taps. 


GREAT 


Run so your Power Meter hits the red Hit Z before reaching the foul line, 
then hit Z whenever the Timing Bar hits the bottom 


Hop and Step 


Jump 


In the Triple Jump, you'll take two 
small leaps before bounding for the 
teAaH:Jjn * tMh ftfc,, «A 

in other jumping events, 


When the Timing Bar bottoms out 
where the red arrows point, hit Z 
K M* -ffli i 44 

for the distance 


■r v w ■ 4 • • > ■ y ^ ’’Mr T vfc #rT * * • * it 

CHAMPIOMSHIP MO 

1 jrtit- ^ a rriCL,^:- « k f. - x - . .. «iu * - * If .-/v". .j. „ - • - -V 


A 




A < 




« • . V 





While Trial Mode allows you to compet- in individual events, system. Th j three-d y mar ithon jvent will culminate in the ?iz- 
Internation J Track & Field ^ooo's Championship Mode: will run sentation ceremony tb it rewards th<_ top thise scorers with 
you through an eight-event schedule with a cumul nve scoring medals as well is privileged look *.t th* game's ending credits. 




*>> 


lOOm Dash 
Triple Jump 
Javelin Throw 


r' 


«v. 


Day 2 


lOOm Freestyle 
High Jump 
Weightlifting 


i 


Day 3 


llOm Hurdles 
Vault 

Presentation 


lOOm Dash 






~U?>i 


Only six runners 
can race at a 
time, so even if 
you finish first in 
your heat, you 
may be bested by 
the other heat. 




lOOm Freestyle 


Mm. 




TO: 


While the; 
Freestyle, Dash 
nd Hurdles are 
mainstays of 
Championship 
Mode, other 
events on tt ■* 
schedule may vary 


wtal 



14 JUMP 

is 

lJ*«il 

in Thru 

01 


f. 


Presentation 


.0 


ECmRT 


At the 

Presentation, ill 
of your scores 
will appear so you 
can see where 
you f iltei id or 
whjt landed you 
the m .dal. 



T&F 3.000 m^y bek the Olympics license, hut its still wnrld-rbss wnrrb 3 Innk Bur wb^rb.-r your fingers c n t ;k* ir is another mar.^r 
competitor. The four* player compatibility md ^optional) N 64 Expan- FortunauJy, alternative Controller setups accommodate even the 
sion Pak-enhanced graphics definitely make the button-masher most butterfingered of track star hopefuls.© 
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•lb* StiSlntSS 


‘A backstory that sounds like 
the X-FIfes meets Tom Clancy* 


“The tension and excttefnenT,,. la 
enhanced with superior At that will have 
the enemy breathing down your neck.." 


“Think of It Ilk* Doom meets 
Command and Conquer’ 1 


EVIRYiNE 


kinthtilS W iratfvMrk* iM ! *r Ifwrtr r•%. ^5tiw mm* 
















ARE YOU AFRAID OF 

THE DARK? seepage 24 

New Cure! 


THE TOP SECRET 

Information You’re Not 
Supposed tO Seel seepags3B 


IS THE DECK 
STACKED 


see page 112 


Against YOU? 


HA 


4AL 


April 1, 2000 




1 BLUE RUPEE / CANADA 1 RED RUPEE 


www.ninumio.com 




MARIO 

IfOU WEREN'T INVITED TO! 

ario Party is a fantastic, fun-filled fete that everyone loves, so, naturally, there is now 
a super sequel. But did you know that Mano Party 2 was almost a slumber party? 

Believe it! And that’s not all. Mario Party 2 might not have been such a 
fun fest if one of these other game concepts had been chosen! 

Mario Slumber Party: Its a race to see who can unroll his or her 
sleeping bag the fastest in this amazing video game re-creation of 
a slumber party. Who will be the last to fall asleep? Toad? Who can 

eat the most popcorn? DK? Who snores? 
£ Peach? Find out tonight! 

’ Mario Pizza Party: Pick your toppings, wait 
25 minutes for the virtual pizzas to bake, then dig in f 
This one is for the Clean Plate Club member in your family! Watch 
the dripping cheese! 

Mario Tupperware Party: Mario loves to keep food fresh, and now he 
shares his secrets with you! It's all here: pitchers, food containers, 
lunchboxes and much, much more! Finally, a game for people who love 
virtual, multicolored containers! 



LOCH NESS 

MONSTER REVEALED! 


BROKEN 

SINKS? 


THAT’S TOO 
EASY! 




m 






Twr Pliinbm Plunking tin htndli *ny 
| timrg ;ney, from liUnippiJ king; 
p antf yrineum fa stolen triuun! 

APRIL SPECIAL: Two Magic Wir? 
Pips* txpUn! fir th« price if inti 


t 


Congratulations to a Mr A Kbtchumof 
Pallet Town, Pok&mon World His astonish¬ 
ing photo of the Loch Mess Monster has 
won him £1,000,000 or a new bike Way 
to catch 1 em, Ketchum! 


It’s News to Us, anyway... 


KIRBYS 

PUFFY 
PINK 
PEARLS 
OF 

WISOOM 

It's time once again to sit 
at the feet of the persuasive 
pink philosopher Kirby, as it 
imparts the fluffy pink wisdom 
of the ages. 


•Leave no bricks unsmashed 
who knows where a coin will 
turn up? 


•If wishes were Ponyta, every 
one would ride. 

•Every cloud has a silver lining, 
but you can't reach it until 
you've iound the warp. 

•A Controller in the hand is 
worth two at your friends 
house. 

•When the going gets tough, 
the tough buy an Official 
Nintendo Player's Guide. 

•A gamer who doesn't brag has 
nothing to brag about 

•Do not fear your enemies, for 
they arc easily inhaled. 
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Ape Goes Bananas—The TV Interview You’ll Never See 


A world-renowned reporter who has 
requested anonymity has come forward to 
the National Mushroom Kingdom Goomba 
Gazette with a videotape of an interview with 
Donkey Kong she conducted for a television 
special that was to air in March. We've taken the 
juiciest bits completely out of context for the dis¬ 
criminating Goomba Gazette readers. 

DONKEY KONG 




Reporter: Donkey Kong—may I 
call you Donkey? 

DK: No. 

Reporter: Mr. Kong... 

DK: DK is fine. 

Reporter: DK, is it? Okay, DK. Now I 
forgot the question. 

DK: I'll wait. 

Reporter: Thanks. Now then. DK, a 
Mr. Cranky Kong has gone on record 
as saying that he is, in fact, the "Origi¬ 
nal Donkey Kong" people temember 
ftom the atcadc games. How do you 
explain this? 


DK: No comment. 

Reporter: DK, “no comment" is 
a comment. 

DK: Okay, then, none of your beeswax. 

Reporter: Well, DK, the people want 
to know 

DK: Sorry. No can do. Ask me another 
question, though. This is fun! 

Reporter: All right. I was reading the list 
of characters in your latest blockbuster 
video game, Donkey Kong 64, and I 
noticed something alarming. Donkey 
Kong, Diddy Kong, Lanky Kong, Tiny 
Kong, Chunky Kong, Cranky Kong, 


Funky Kong and Cindy Kong. Is it just 
me, or do you all have the same last name? 

DK: Yes, Candy Kong has the same last 
name as I do. And Diddy. Everyone has the 
same last name—Kong. What’s your point? 

Reporter: Well, the phone book in 
Donkey Kong Country must be... 

DK; All K's. 

Reporter: I see. 

Thetc you have it, readers. Has 
Donkey Kong gone ape? Pick up the 
National Mushtoom Kingdom 
Goomba Gazette next week and 
maybe by then we'll know! 



* KAZOOIE’S RUMOROONIES 
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I WANT IT 

THAT WAY! 

O ut Goombas in LaLa Land have uncovered a tantalizing secret—hot on 
the heels of Dolphin and Game Boy Advance comes the next-generation 
Virtual Boy, codcnamcd VBB. And what docs VBB stand for? Well, it 
seems that Nintendo knows a good thing when it secs it, and it has mked a deal 
with pop wunderkmds the Backstreet Boys to produce the Virtual Backstreet 
Boy. Ahh, what new tealms of larget-than-life gaming are possible with the Vir¬ 
tual Backstreet Boy? Our lips are sealed! 



LINK’S AWAKENING Quiz-Show Quarrel 



his weeks cp of VHis ground-breaking new spin-off of Behind / 
the Music, Behind the Game Pak, features the life, loves, loss 
and legend of teen heartthrob Link, the inspiration 
fot the video game juggernaut that is The Legend of Zelda. 'T 
mean, come on—am I a kid, am I a teen, am I an adult, or what? J 
Link says in the opening seque nce, which also deals with his on- 
again, ofF-again relationship with Zelda. "Hello, am I the stat or * 
am I the star? Why is it always 'Legend of Zelda' First, then something about 
Link—or nothing about Link? I'm sorry, but I do all the work She sure is pretty, 
though..." See more April Ist-tonight-whcn this Behind the Game Pak debuts! 



Tempers flared on a balmy night out at Trad or Vic's 
It seems Toad, host of Mario Party and Mario Party 
2, was sitting down to a nice steak-a strict carm 
vore, Toad would never harm another vegetable 
when a well-known host of a very popular televj 
sion game show waltzed by with his entourage 
Hey copycat!" the swarthy host shouted at the 
handsome (and single!) fungus Although clearly 
offended, Toad nevertheless calmly pointed out 
that Mario Party predated the television game 
show revolution by months, and that it s much 
more fun than watching a show on TV, anyway" 














TONIC trouble 

• Troublemaker (alias: Super Ed) 

• ta «, ■*, worH m hfc fa(j fc 

carrots, the Evil Grtgh 

■ Can solve loads ei mind- 
tending puzzles and traps 

T* s a mess of fun” 

’ Nintendo Power 
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ROCKET: ROBOT 
ON WHEELS' 

Extremely advanced robot 

Last seen saving a massive amusement park 

Builds & rides a super last rollercoaster 

Fully Equipped with blast visor, 
tractor beam, rocket boosters 
and 7 cool cars 

Rocks, rolls, freezes, smashes, 

& throws just about everything! 


"...one of the most 
innovative platform games 
to come oat in a long, 

longtime Hi * - Nintendo Power 
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Following hp with the nitra-powered Top Gear 

Overdrive. Kemco and SimrtmMlmshe tackled dirt bike/acing with 
the same intensity and gusto in Top Gear Hyper-Bike. An impressive 
combo of rugged dirt roads and smooth street tracks makes everyoh 
this racing game a wild ride. rg 


2000 Kemco 


Similar to Overdrive, Hyper-Bike is more of an arcade 
adrenaline rush than a realistic sim, but there's still a 
respectable degree of physics and authenticity in the action* ' 
For starters, there are more than 15 different bikes, from 
smooth-riding Kawasakis to road-dusting Yamahas. Tracks 
are detailed and complex, and you can even design your own 
with the fantastic Trade Editor. But the highlight of die 
game is still the high-octane rush. After all, nothing beats a 
side saddle off the back end of a huge hill. 


sll 
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Road$ fl>s Attractions 

Nitro Boost Super Nitro B< 


Hidden Letters 


Your bike will be injected 
with e sadden surge of 
energy when you ride over e 
Nitro Burst. 


Unlike Nitro Bursts, the 
Boosts cen be seved and 
eccumafated for use at 0 
crucial time loter in the race 


Riding over a Saper Nitro 
Boost gives twice the 
power of e regular one. It ie 
edded to yoer storage. 


The elphebet is scattered 
throughout various tracks. 
Collect every letter to 
unlock goodies. 



















Whether you prefer speeding as fest as possible on open roods, stunts, or 
soaring high into the air and performing gravity-defying opponents 


competing on tough tracks against challenging 
Hyper-Bike will satisfyyour adrenaline cravings. 


TtMS ATTACK 


This is the perfect mode to get a feel for the game or to take it 
slow and search for hidden shortcuts. As the game begins, 
four tracks are at your disposal, although only one is a cham¬ 
pionship trade. Open more by winning tournament races. 

Celtic Coastline Eovotian Ruins 


Speed is the key in Time Attack Mode as you race against 
yourself and try to top the fastest recorded marie on the 
trade. After you complete three laps around a course, you can 
try again and go head-to-head with a ghost image of yourself 

Beat the Best Ghost Rider 


A simple dirt track is the best 
piece to get your feet wet, end the 
scenery isn't bad either. 


The first street track will trein 
you to slow down as you approach 
the numerous sharp eoraers. 


Track records are in the upper-left 
eorcer. Doe't get distracted by 
keeping an eye on thedoefc. 


Rating against yourself can be e 
little spooky, but get over it end 
leave yourself eetieg dust! 


ATTACK 


CHAMPtONSHfP 


New Rides 


Season Complete! 

New Blhea Awarded 


Press ’A* Butte* to Cootioue 


Leera how to become a high-flying 
eeriel ect hy runniag through each 
trick in the eeey tutorial. 


Find huge hills to demonstrate 
complicated skills, hut doa't ran 
out of time between checkpoints! 


The higher you finish eeeh race, 
the more points you'll eerc to 
advance to the next season. 


After you saccessfully complete a 
seasoe, you'll be rewarded with e 
set of new, more powerful hikes. 


Master Designer 


TRACK SPITOfc 


Don't be surprised if you find yourself spending more time 
working with the impressive Track Editor than riding bikes. 
This incredibly slick and intuitive feature lets you design a 
dream course with e few simple commands. It's as easy as 
dropping checkpoints along the path and adjusting the hori¬ 
zontal and vertical locations of each point. A flashing yellow 
line indicates a curve is too sharp, and a blue line indicates a 
hill is too steep. You can save up to three tracks. 


Before you save a track, yoa can 
be the first to give it e test run 
ead make farther adjustments. 





























DIRT TRACKS 


Dirt tracks are generally slower than city streets but typically skills, but steep hills will slow you down. Florence, Italy, has 
contain fewer sharp comers and bothersome obstacles. These monstrous jumps perfect for Trick Attack, while the Redwood 
courses give you the best opportunity to showcase your aerial Forest is a quick ride through rough terrain. 


3 WWW U4WUTC KEY: * Easy *★ Medium *** Drfficalt 

The few sharp comers and dangerous obstacles allow you to ride a speedy, light bike on this dirt 
track. Take advantage of as many speed boosts as you can. Recommended Bike: Kawasaki KX125. 

Busted Bridge Stockpile Slow Down 


Celtic Coastline * 
Egyptian Ruins ** 
Congo Jungle ** 

The Swiss Alps *** 
Florence, Italy*** 
Redwood Forest *** 
Crater Run * 

Stunt Pit ** 

Stadium Race ** 
MotoFunl ** 

MotoFunll ** 

MotoFunlll *** 


At the start of ttia race, pick up a You can collect Nitros by taking The final turn is a sharp one, and 

Nitro Burst so that yoa'll soar ovar the shortcut oa the left or making you could miss the chackpoiat if 

the bridge. a leap on the main track. you slip dowa the staap ledge. 

+ Florsmcs, {taly 

You may spend more time in the air than on the ground racing this dizzying, roller-coast* 
track. Get a bike with a strong engine for the steep hills. Recommended Bike: Yamaha YZ250. 

Quick Start On a Limb Air Control 


Get a jump on the pack aad blast Take your chances goiag for the Thera are two braathtakiag jumps Tha fiaal hill is steap, so ba sure to 

arouad the first sharp comer with a Nitro that sits atop tha ladga on tha on this track. Tura your wheel to save some Nitros and use them on 

turbo boost to start the race. first hig drop of tha track the right for a solid landing. this difficult incline. 

-f~ Rs>w«?tf>0 Forest 

The short and bumpy ride through the Redwood Forest could risky shortcuts. Your bike should have plenty of speed and great 
leave you feeling a little sick unless you take advantage of the low-end power. Recommended Bike: Yamaha YZ426F. 

Ride the Logs Hidden Road Leap of Faith 


wotra 5 


If you gaia eaough spead and attack 
the logs at the right angle, you caa 
slide across each oaa aad collect 
several extra Nitro Boosts. 


Taka a quick right off the second log 
onto tha beaten path. Collect items 
and he prepared to make a jump 
back onto the maia track. 


Since the Redwood track happens to ha so short, youll want to use every 
advantage possible. Aftar wiadiag around the waterfall, watch for a DANGER 
sign oa the right side of the road Gain plenty of speed and crash through the 
wooden barrier, returning to the main track ahead of the cwnpatitioa 
















STREET TRACKS 


Racing on pavement feels like a completely different game. 

Unlike on dirt tracks, your bike will be sailing across the 
roads without hindrance. As a result, you’ll want to use bikes 

Egyptian Ruins 

This is a fairly short and uneventful course, although you can grab plenty of boosts if you 
break through barriers and take hidden paths. Recommended Bike; Kawasaki ZX7R. 

Crash Test Enter the Temple Hug the Corners 


with top-notch handling to navigate wicked comers. Hie 
street experience isn’t as acrobatic, but it offers a more realis¬ 
tic racing environment. Think of it as two games in one. 


Celtic Coastline ** 
Egyptian Ruins ** 
Congo Jungle * 

The Swiss Alps *** 
Florence, Italy *** 
Redwood Forest *** 
Florence Fun * 


/o^«rz 7 


Bust through the flimsy red Looh to tha ngkt of the first pyra- The street trachs contain more 

walls on eithe r side of tha mid and take the faint dirt road. sharp tans, so don't lose coa- 

trach to raveal aa open road Blast rata the large temple for a trol whan rounding die bead at 

and same boosts. Red Nitro Burst and Saper Nitro. high speed 

- f - Ths Swiss Alps 

Testing your ability to fly down straightaways then adjusting about. You’ll definitely \ 
quickly for o series of sharp turns are what this course is all superb handling. Rccotn 

Goodies in Gazebo Proceed With Caution Decisions. Decisi 


At the start of the race, drive Some stretches of the course will If yoa re ap for a small rish, take 

straight through the opea gazabo and suddenly twist one way and thea the bloched road on the laft to col 
pick up a quich Nitro for later use. another. Prepare to slow down quichly lect a latter and a Nitro Borst 


After wintfing around the aasty cor 
ners, blast soma turho boosts to 
soar down tha straight stretches. 


Completing seasons and collecting letters will help you unlock 
more bikes and tracks. For some real fun, there’s a super- 
speedy moped and an insanely powerful, challenging Bison. 

Always Upgrade New Journeys 


Even after you’ve conquered die seasons and unlocked all die 
secret bikes and tracks, Hyper-Bike will keep you entertained 
with its easy-to-use Track Editor and high-flying Trick Attack 
Mode. Some courses like Florence, Italy, and Moto Fun HI 
could be raced a million times without becoming a bore. With 
multiplayer mode, instant replays and a combo of on-and off¬ 
road racing, it doesn’t get much better than this. V 


Season Complete! 

Mew Blkaa Awarded 


New Record! 
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You may be comfortable with an 
easy-ridieg machine, bat you'll 
naad more power to win seasons 


All m all, there are mors than 12 
trachs, incladrog the wild Moto 
Fun III with toas of jumps. 
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Meet Tony Hawk! 


iratoB^al WB 

igned by Tony! 

•rare a copy of 

for y< 


Nintendo n 

T-shirt! 


YOUR VOTE 
COUNTS 


YOU CANT WIN IP YOU 
* DON'T SEND IT IN! 


FILL OUT THE CARD AND 
SEND IT INI WE'LLTALLYYOUR 
VOTE FOR THE POWER 
CHARTS AND ENTER YOU 
IN THE CONTEST! 


OFFICIAL CONTEST RULES 
Ho fwrchAtfl neeastsry Only U.S /CwartiM 
residents loncliding Rhode Island and Ooeboc) 
who are tor employuei dI Nintendo of Amance 
Inc l"N0A’) oriisnffiliKtoi loi then immediate 
families! are eligftle to antei Void where pro- 
NMtetL Tn enlei otfhei fill o«l iha Pleyor'sPoH 
enliy form ei print your noma, address, tele¬ 
phone mnnhai and 1 WANT TO SKATE WITH 
TONT HAWK" on a posicerd a itS mail Uw enlry 
tr thin address NINTENDO POWER PLAYER’S 
POLL VOL m PO BOX 37062, H EDMOND. WA 
88073-3762. 


NINTENDO POWER 
PLAYER S POLL VOL 131 
PO BOX 97062 
REDMONO, WA 98073-9762 


One entry per hwirohold. Enlriaa nrnat be meeired by 
5/1/2QDD NOA is mil responsible for la) loia tost, 
lllegihle ai irHd/roctod mail (hi disruptions or darn¬ 
ed* doe to oeanls beyond NOA'a control oi {el print 
leg Oi typoBiaphlcal errors fnlranta consent I o being 
placed an a mailing fist f« promotional malarial*. On or 
ahoat B/15/2000 winners will b« randomly drawn 
ham aliplhle enlnoa Canadian antioma cnoy ba 
ragnlrcd la correctly aosara e limed skill leal**) 
qoetlloo la claim a prize NOA will aiiompl in oolify 
wfaeorabymallbyB/tS/2000 PrfiesnotelamredwIUi- 
lulfl days ellai notification or which ere omtalnemhle 
wOl be lorfailnd and wil not bo earsrdnd lo an etlor 
•me wlrmor Uolets prohibit nd by law, wmura «m- 
90nl lo NOA s prcrootiosai a*« of Oreir names Wte- 
noeaoa end other personal mforniaHer wiihonl forlhet 
Compoesalion Odds ul winning depend on number of 
cmlnoi Manywfllantai alowwillwin.Nnlransforor 
subriilnlian of prizes peretitlcd exeopl thatNIJA may 
aubslilute a pros ol equal or Qroaler valoe for any 
prize. Foi a ropy ol then i nles, oi laftei S/31/20DDI a 
&al of wtawre, sand youi reqaoat to tbe address 
above. WA/VT rositfenta may omll relura poitegs. 
Grand Priza Ono (1) entrant will win a trip lor I wo to 
moal andsknla with Tony Howh a Birdhonee shoto- 
hoanJ signvd by Tony Hawk efrdtnol aufpad aet and 
a copy ot Tony Hawh a Pro Shelai lor NM 
Approximate retail value IARVI ol priza pachage ia 
83 000. Actual datns af Inp lo he datemnnad by NOA 
II wafer IB wmnei nvrat bo accompanied by parent or 
guardian. Socomf Prims: Frau (51 enlranls will oach 
vrin a Birdhonaa skateboard algamf by Tot ly Hawk a 
BirdliouH vidoc and T-shirt snd a ocpy ol Tony fowl's 
ProSkatoi lorN84 AHV' S3CO Third Prizos Filly |5D| 
entrants will win a Knlando Powai T thirl AHV StO. 
Prizea awarded may ho riiflorant ll»a produots shown. 
TAXES ARE WINNERS' SOLE RESPONSIBILITY Pn/et 
woo by minora will ba award ad lo a perent/lagal 
gnardiew on thali hohalt All piufa eie awarded ’AS 
IS' and WITHOUT WASH ANT Y OF ANY KINO. Winners 
(and II winner is a mmui his or hei parmi/legel 
goardianl may be required lo exeruia an atlidavii ol 
oligihilliy and rcloase ol liability oa a comlitian ol 
award Airfare end hotel ecrwondoitons will ho solact 
ed by Nmtondo al its sola ifireiatwn. Dalaa of travel 
art aobjact to availability. Goosia el winner moal be at 
least IB years ol ego prior lo wtnuW* I eking iha Trip 
unlasa winner is tho peronl oi legal gmtnbsa of tbo 
gnoal Except as expreetfy specified winnei ia 
nwponaihla loi Qround tranaporlailan to and from ihe 
dapailnra aey®rt end n 0 othai eipeeres Ibnt wiairer 
oi winner's guest mews inconiiuciton wlih iha Tnp.8y 
•doling yon (and il yoo are a adiwi yooi paresis oi 
legal givMdians) release M0A and its affiliates direc¬ 
tor! officers and woplnyoes (collet Iboly "fleteared 
Porn on* 1 ) front any liahillly for any elohna eoala 
ininrrrs ioaaes or dnmngaa incurred in connaclion 
will Ibo tMscpslakea or any priza lincluding these 
rololrd lu poraoitet mjnry, doaih, damage la praporty 
and rights of pohlicily m prmicyl IF YOU ARE A 
MINOR Y0UB PA6ENT6 OR LEGAL GUARDIANS AGREE 
TO INDEMNIFY EACH Of THE RELEASED PARTIES FROM 

ANY SUCH claims cost injuries fossos nr riarugas 
SUFFERED 8Y YOU. Enlranls ngren lo be bonm) by 
Ibaso Rtrtoa o/wf N0A‘s decision# wfuch ora final NOA 
may change thrsa Rofaa md/or suspend oi cenctl |bo 
sweepstakes >| jny lima if ceoses boyood NOA's eon 
Inil aflocl the ndmlmslration of Iha sweep Hokes oi 
NOA olherwisa becomoa (in ita aefe direialtool tom- 
pabfa ot ranmtg tbo swasp?!akes aa planned Any pro 
VHjfMi ot iboto R'daa demand unonlarceable will bo 
etlureed lo ibo ettlesl pormhtsihlr and the remaimiai 
ol Ihaca Sides mil lersmn in affect. All sweep*tubes 
maloiials ars Copyright 2000 by fiOA. 
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You and a team of international operatives known as Rainbow Six must stop a terrorist 
conspiracy to wipe out the planet's population. The terrorists you're after are on the alert, so you 
can't just go charging into the fray. Read through the briefings to get a proper handle on each 
mission, then put together your team. Successful missions don't just happen—they re planned. 


Select individual soldiers based 
on your needs in a mission. 
Some have skills that directly 
apply to your objectives 


Field operatives have risked 
their lives to bring you 
detailed intelligence reports 
for your mission Use the 
information wisely 


Different environments and 
enemies require different 
types of equipment Select 
the right tools for each team 
member 


Put operatives with the best 
leadership skills in charge of 
teams Others should have a 
skill specific to the mission 


You have the option of plan¬ 
ning each team s advance into 
different mission areas Doing 
so will save time dunng the 
mission. 


Another menu lets you shift 
your objectives while in the 
Action Phase of a mission 
You can engage all the 
enemies or simply advance 


EVERYONE 
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Operation: 


r~r* Cold Thunder 


This mission into the heart of Africa forces you to rely on 
stealth rather than firepower. Hutu rebels have captured 
a group of World Health Organization researchers, 
including an expert on deadly viruses. You'll need to get 
them out of the jungle without bringing the entire rebel 
army down on your location. You'll need your night 
vision goggles at the start of the mission. 
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Select Stealth 

Maidmi, Arnavisca, Chavez and Hotder all get good scores in stealth 
and self-control-the two most important traits for this mission 
They'll need to slip into the complex undetected 
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Traveling Light 


A light camo wrll serve your teams well on ths mission-they* 
have the greatest amount of exposure outside in the jungle. Tha 
quiet HK MP5SD5 is a good choice for a primary weapon 



Show Restraint 

You won't win any points in this mission for 
eliminating all the rebels Concentrate on getting 
to the hostages, then get out 


Make Your Flight 

Ybu‘ll need to escort the researchers back to your 
■/ start location The mission is completed once 
W they're on the helicopter landing pad 
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A terrorist organization that calls itself 
the Phoenix Group has taken control of 
an oil drilling platform in the North Sea. 
They’ve threatened to blow the rig sky 
high if their demands aren't met. To make 
matters worse, they're holding hostages 
at the center of the vessel. Quickly 
rescue the hostages then disarm bombs 
on two different levels before the terror¬ 
ists make good on their threat. 




Hanley-en axpert m both demolitions and elee- 
tromcs-is a natural for this team Moronho's 
discretion also is in demand. 


Stairways marked A lead to a lower level (not shown hera), whera you start your mission 
There are no mission objectives or guards on that level 


The weapons you use in this mission are less 
important than the Demolitions Kit and 
Electronics Kit 


miEMinir 


fUlikii’itiK 


Eliminate the two terrorists 
guarding the hostages, but don't 
go hunting for other enemies to 
shoot 


Bring up your Electronics Kit as 
your main item, then touch the 
bombs to disarm tham 
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Operation: 


Blue Sky 


mt 




The Phoenix Group is threatening to blow up a laigc 
structure once again, and this time it's a dam in East¬ 
ern Europe. It’s easy to get lost on the multiple levels 
of this mission, but your objectives are clear. One 
team needs to extract a terrorist informant from one 
level while everyone else works to disarm three bombs 
on three other levels. As in Angel Wire, you 11 disarm 
the bombs by touching them after selecting the Elec¬ 
tronics Kit from your inventory. 


Early Detection 


An Electronics Kit is once again needed for disarming 
bombs Use the Heartbeat Sensor to detect enemies 
around the comer and the Flashbangs to blind them 



Saue the Stoolie 


Try to disarm the bombs first, the n grab the turn¬ 
coat terrorist and head out of the dam Once you 
find him, he'll automatically follow you 






Thtre are terrorists 
waiting for you on 
the lower section of 
one of the stair¬ 
wells, but the other 
two are clear 
Enemies are waiting 
at just about every 
key access point, so 
keep your eyes open 
and your clip loaded 
with ammunition 
Pay attention to the 
type of machinery 
and structures 
around you to avoid 
getting lost 
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The Phoenix Groups diabolical plan is 
starting to unfold. The group has turned up 
in Idaho, where they are churning out 
enough biological agents to start a deadly 
epidemic. This mission is too important for 
a simple frontal assault—infiltrate the 
facility swiftly and incur minimal 
casualties. Split your teams to take control 
of both occupied buildings then seize 
control of the bioweapons. 


Everyone on your team should be outfitted with a biosuit, given the 
facility's deadly atmosphere You should also equip a Heartbeat 
Sensor and Frog Grenades to locate and dispatch enemies quickly. 


1 No enemies can escape the compound Try to 
f shoot the guards outside the main builcfing first 
then sweep the buildings 


Stay on the alert when you 
descend a staircase-particu- 
larly in the Fire Walk and 
Razor Ice missions. Some¬ 
times the game will slip into 
a first-person mode that 
requires you to target 
moving enemies like ducks 
in a shooting gallery. Drop 
them quickly before they 
turn their guns on you. 
Usually the game will send 
out a sequence of two 
enemies, so look for your 
next shot after you hit the 
first target. 


The most difficult work is still ahead of you. Rainbow 
Six has uncovered some of the Phoenix Group's plan, 
but their exact aim is still a mystery. Future missions will 
take you around the world in search of answers. Your 
operatives will soon discover that the Phoenix Group is 
not just a fringe terrorist organization, but something 
far more dangerous. It will take all the resources of Rain¬ 
bow Six to end the terror, but if you aren't careful, you 
may not have many of your team members left to finish 
the job. If you lose them on one mission, they won’t be 
there for the next one. You always have the option of 
replaying a mission, however. Keep practicing until you 
become a flawless professional soldier. 
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3 NEW WAVS 
TO SCREW AROUND 
AND ACCOMPLISH 




AltMY I 




RUSTIC 


“I've been canned from my 
last 4 jobs! THANKS, 3D0!” 

Clifton Beaumont III 
ATLANTA, GA 
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Your Questions—Our Experts! 




HOW 00 I PLAY AS MY BBC CHARACTERS ON THE N64<© 



Would you lik> to put all th a virtual golf¬ 
ing Co good use? ii you have Mario Golt ior 
both the Game Boy Color and the N64— 
and a Transfer Pak—you can bring your 
Game Boy players into the world of 3-D. 
After installing the Game Boy Game Pak 
into the Transfer Pak, you will see a Trans¬ 
mit Screen that gives you the following 
options* Status, Game Boy Characters and 
Mam Menu. Status allows you to load data 
from the N64 into your GBC Game Pak, 
Game Boy Characters allows you to load 
GBC players into the N64, and Main 
Menu ends the transmission. Tec off with 
transfered characters like you're starting a 



When you*ve finished playing, select the transmit 
option on the Mam Menu, then select Experience 
Points to transmit 


regular g mt. You can pi ly with GBC char¬ 
acters on the N64 only by transferring 
them each time—they won't be saved on 


th N64 G me Pak. You can then down¬ 
load your experience points accrued on the 
N64 back into your GBC Game Pak. 


Load your GBC characters into the N64 to earn 
experience points that can ba transferred back 
into the GBC Game Pak 


HOW OOES WEATHER AFFECT MY SHOT 


Most golfers prefer a calm, sunny day 
when they hit the links, but in Mano Golf 
you can’t always pick and choose your 
environment. There will always be at least 
a little wind, and occasionally you will 


suffer through a downpour. You need to 
adjust for the seventy and direction of the 
wind by aiming your shot in the opposite 
direction. The greater the wind speed, the 
more you’ll need to adjust your shot. In 


head winds, you may want to go up a club 
in power. In the ram, you will want to 
either hit the ball harder or go up a club in 
power. The rain will take some distance 
off all your shots. 



Pay attention to wh at the wind is doing through- The rain is going to take distance off your shots, Putting can be extremely difficulty on a wet 

out the game Keep your trajectory tow and aim so hit the ball much harder than you would on a green \bu 11 need to ovarshoot the hole, but be 

your shot into the wind. sunny day careful not to hit the hall too hard 
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WHAT DD I DD WITH THE BIG X IN JUNGLE 


You probably noticed an X on the ground 
with a boulder on top of it in your travels 
through Jungle Japes, but you might not 
have figured out what to do with it. Come 
back to the jungle as Chunky, then toss 
the boulder away. This relatively minor 
task will earn you a Golden Banana. Exe¬ 
cute three Simian Slams on the X to 
smash through the thin ground and enter 
a spooky underground world. The torchlit 
cave contains several new tests for 
Chunky and his Pineapple Launcher. 



Toss the houlder aside to find a Golden Banana 
among its crumbled remains Tha X awaits your 
three Simian Slams 


The ground will give way beneath your faat-but 
that's a good thing The underground area has 
plenty of treasure 


WHAT’5 THE BEST WAV TO HERD BEAVER5 


One of the more challenging Bonus 
Games is Beaver Bother, which charges 
you with herding beavers into a hole in 
the middle of the screen. These slippery 
mammals will thwart you again and again 
if you focus on one specific animal at a 
time. Instead, you should herd in bulk. 
Take your Klaptrap herding reptile on a 
circular route around the hole, dipping in 
at places to give the rodents a little added 
incentive to jump. Keep moving, and keep 
the beavers between you and the hole. 



You'll never finish thetask in the allotted timeif 
you try to focus on one specific beaver at a time 
Try to hard them all at onca 


Follow a circu 'ar path around the beavers to coax 
them toward the hole Eventually they'll start 
falling in one at a time 


HOW 00 I FREE LANKY 



into the water, where you'll find an 
opening that leads to Lanky’s hidden 
prison. Once you find him, freeing him 
will be a simple matter of shooting a 
switch. One more Kong is ready for action! 


First things first You II need to free the llama 
before you can get into the Llama Temple where 
Lanky is locked up 


Environmental experts have determmad that 
llama spit renders toxic water clean Playing the 
bongos is known to stimulate salivary glands 


Dive down to the underwater opening to enter a 
chamber where Lanky is imprisoned Shoot tha 
Coconut Switch to spring him 


The ornery orangutan is locked up in a 
subterranean jail cell in the Angry Aztec 
level It’s up to DK to spring him, but the 
head ape will have to help a llama first. 
After you play the Barrel Blast game, the 


llama will escape and wait inside his tem¬ 
ple. Use coconut power to enter the tem¬ 
ple, then play the bongos to wake up the 
furry pack animal. He'll spit into the toxic 
water, making it safe and blue. Take a dive 
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HOW DO I DISARM THE SECURITY SYSTEM IN DEEP MAGIC 


The key to this mission is to avoid detection 
by the guards. You'll need to disable the sys¬ 
tem before you can download the files, 
which is your course objective. There arc 
two options for entering the building from 


the roof: One takes you down a stairwell, 
the other into the elevator shafts. The eleva¬ 
tor shaft works better. Climb down the lad¬ 
der then wait for the guard to pass by the 
door. Eliminate the guard then open the 


door to the left of the desk. The alarm will 
start to go off—ignore it. Hit Down on the 
Control Pad and the bottom C Button 
simultaneously to disarm the system. You'll 
have free access to the computer room. 



Find the ladder from the roof to access the lower 
level of the elevator shaft Be patient-there’s a 
guard walking Ground outside 


Watch the floorplan in the lower-left corner of 
the screen to locate the guard Wait for him to 
pass by, then open the door and tag him 


Ignore the alarm after you open the door by the 
desk Hold down the bottom C Button and Down 
on the Control Pad to slowly disarm the system. 



HDW DD I EXTRACT THE HDSTAGE IN LDNE FDX 


Wait by the side of the road for the motor¬ 
cade to pass. The cars stop just beyond 
your location for a staged wreck. Keep 
your distance and let your guns automatic 
targeting do the work. You should be able 
to drop all of your targets without hitting 
the kneeling hostage. The distance is too 
far to try manual targeting, and you 11 
jeopardize your team if you get too close. 
After neutralizing the threat, get to the 
accident scene then escort the hostage 
back to your start area. 


© 


Let the motorcade pass by your initial position 
before you open fire Your gun's automatic target¬ 
ing will do the work. 


The kneeling hostage should be safe if you hit the 
gunmen quickly Escort the hostage back to the 
area where you started 



WHAT □□ I □□ AFTER RESCUING LANG IN BLACK STAR 


After surviving the many hostile guards in 
the early part of this mission and finding 
Lang in the heavily guarded Shack, you 
may think you've completed your objec¬ 
tives. If you re playing on Veteran level or 
above, however, you’ll need to find two 
more hostages in a separate building. Fol¬ 
low the covered walkway to the next build¬ 
ing. Open the door, but beware of guards 
that will come out of rooms firing. The 
two hostages arc in a room together to the 
right. Escort everyone back to the start. 


There won't be many guards outside the second 
shack by the time you enter it—you’ll need to 
eliminate them to reach the first shack 


Secure the building, then escort the two male 
hostages and Lang back to the start area to finish 
the level 
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The first time you meet this boss is in 
Area 2. Its an inanimate object, but that 
doesn’t mean it’s easy to defeat. You need to 
keep shooting the wall on the right side of 
the screen to destroy it. The Reactor Core 
will beep before it unleashes a blast against 
you, giving you time to jump down to the 
left. Keep popping back up and firing—the 
wall will flash when you are doing damage. 
All of this would be a simple matter if there 
weren't enemies dropping down from plat¬ 
forms to shoot at you all the while. You'll 
need to divide your duties. 



Watch out for enemies that drop on top of you 
tou’ll have to blast them quickly, or take a hit 
from the reactor’s gun 


Duck down to the left to avoid fire from the 
Reactor Core A beep will warn you just before n 
coming shot 


HQW DO I 5WIMG IM AREA 5 


It may seem impossible to make forward 
progress in Area 5 until you master an 
important grappling technique. The way 
the platforms are configured allows you to 
grapple straight up but not at an angle. To 
solve the problem, grapple straight up, 
then drop down. As you drop down, fire 
your grappling claw at an angle. You'll 
reconnect and start swinging. This tech¬ 
nique is essential to getting around in this 
area and extremely useful in the rest of 
the game. Use it when you arc dangling 
beneath an enemy and can't climb to the 
platform without getting shot. Keep 


swinging until you get to an empty part of technique, it will allow you to move faster 
the platform. Once you get better at the than you would walking. Swing Baby! 



Some of the platforms in Area 5 will allow you to 
grapple only straight up, but they 8lso require you 
to swing to move ahead 


Tap Down on the Control Pad to start dropping 
then shoot your claw out again at an angle to 
start swinging 






Stuck 9 Pick up the phone end give our counselors e cell. 

Qr write to Counselors* Corner P.Q. Bex 97033, Redmond, WA 98073-9733 


HARVEST MOON54 

Q What’s the point of the gnomes? 

A. If you give them mushrooms, you’ll get the 
mushroom salsa recipe 

0. How do 1 feed the dog? 

A. Pick up e crop, egg or wild item, then press the 
A Button to turn it into dog food. 

Q Why is my livestock dying 9 

A. They ere probably aterving Feed them 
every dey 


TOP GEAR POCKET 

Q- How do I get more care end tracks? 

A: More cere and tracks become available when 
you win trophies oo ell available tracks. 

Q Why do I spin out at the start? 

A You need to welt for the grsen light before 
you accelerate 

Q How do I save roces in Time Atteck? 

A You cent. 


In the USA Call: 
1-900-288-0707 

IflBO p*- mimitn. Callers amk* U 
nerd parental ptnuMoii to call! 


In Canada Call: 
1-900-451-441 

(S2.nn pnr minula Csllere under U 
(wad parental p»rotlssuwta t ollJ 


TOY STORY E 

/ 

Q How do I open toy boxes with special items 
m them 7 

A* You need to help Mr Potato Heed to access 
them. 

Q. How do I check my total number of Pizze 
Planet Tokens m a level? 

A. You can't 
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Because you just want to play your 
Nintendo. After ail, you’re a hardcore 
gamer, ready to take on any challenger 
who dares to step into your domain. 
And you can always find your next 
opponents waiting at Wal-Mart. From 
N64 Systems to Game Boys, we have 
all the latest Nintendo games and 
accessories at our Every Day Low Prices. 

Hey, who knew going to your room 
could be this much fun? 


Jsooc, Wof-Mort Customer 








Go ' a ~*r\f 


CMintendoQ 


c if- 

wtii-morfvcom * zuw walmakt 


furp .« 
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WAL-MART 

ALWAYS LOW PRICES. 


Price* valid in U S only 

Nintantf* NlnUndo*4 an4 G»m* Boy Cslar **-■ «r»rf*fn*rkj •( Nineondr of America Inc ^Nintendo of Ai«mHc* Inc 2(»I0 


Contro..^®'** 
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59950 «* 


>ct 5495 fe 


Donkey *»■* 


$59 5 k 
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ivfn your way thrt>uyh eiyht clubs ami -four Grand Masters 
for a shot at the keyendary Pokemon Cards. Nintendo 
Power is ready to stack the deck in your tam/or! 





MU* 9 * 1 


Pokemon Trading Card Game (Pokemon TGC) combines the 
RPG-stylc game play of Pokemon with the deck-dueling action of the 
trading card game from Wizards of the Coast. You can trade and collect 
Pokemon Trading Cards in the game, but you’re gonna have to 
win 'em, first. 


TRADING CARD GAME 


FX>RmGrAMEiBOifi 


EVERY 


CON If Ml FWTCO If 




Take time to explore all of 
the clubs, and ba sure to 
talk to everyone you 
meet Read the books on 
the shelves, and don’t 
forget to check 
your e-mai|i 


ChaltenyeS 



Duel the characters in the 
game to acquire cards and 
experience, then 
challenge a friend to a 
duel via the Game 
Link Cable 


Trade! 



Some of the people you 
meet want to trade cards 
with you They may have 
rare cards to give you >bu 
can also trade with a 
friend over the Game 
Link Cable 


Collect! 




t <26 * 6 


8 



35* tuimmm 


35?k CIST 5 

rfSiSa ? jfeios 


Over 200 cards are just 
waiting to be won, traded 
and collected in Pokemon 
TCG Just like in the real 
card gama, some cards 
won't come along very 
often 


Triumphs 



>bur final goal is to defeat 
the four Grand Masters m 
the Pok&mon Dome and 
inherit the Legandary 
Pokemon Cards You'll 
face many duels before 
you reach the Dome. 


<£>1998 Nintendo/Creatures me /GAME FREAK inc 
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I CHOOSE YOU! 


Carefully select the cards in your deck 
with the player you'll be challenging in 
mind. A player from the Water Club will 
have many Water-types in his or her 
hand, so you will want to bring 
several Lightning Pokemon of your own 
because that is the Water-types weakness. 


POWER PLAY! 

You can add energy to your Pokemon, or 
you can evolve it once it becomes the 
active Pokemon or is placed on the 
bench. Normally, you can add only one 
Energy Card to one Pokemon on each 
turn. You can't evolve a Pokemon on the 
same turn that you put it into play. 


CARR ftlARKf 

Use the cards in your deck wisely. Think 
about the Trainer Cards in your hand 
and the Pokemon on your bench. The 
cards' effects often complement each 
other. You can try to win by blindly . 
attacking with your heaviest hitter, but 
that usually doesn't work. 


ATTACK LMT 

Your turn is over once you attack, so be 
sure to accomplish everything you need 
to before the attack. Carefully consider 
your approach. Sometimes a Pokemons 
lower-cost attack will give you a better 
result chan its higher-cost attack. 


You'll begin the game in the lab of world- 
famous Pokemon Researcher Dr. Mason, 
where a technician will teach you the 
basics of dueling. It takes patience and 
practice to be a good Pokemon TCG 
player, and it s a good idea to keep these 
guidelines in mind as you duel. 



Choose your lead 
Pok6mon based on 
how auickly jt can 
attack, what you 
think your opponant's 
Pok6mon will ba and 
what kind of energy 
is in your hand. 




Voucanplacaupto 
five basic 
(unevolvedl 
Pokemon on tha 
bench. If your bench 
is empty and your 
active Pokemon 
faints, you'll losa tha 
match. 





Check your 
Pokemons energy 
costs for attacks 
and retreats, and 
plan accordingly. 
Place enough energy 
on yourPokdmon 
that they'raableto 
retreat at any time 





\bu evolve a basic 
Pok6mon—active or 
benched—by plying 
its Stage 1 evolution 
card on it A Stage! 
Pok6mon can be 
evolved to a Stags 2 
in tha sama way 


Trainer Car«is ftc+r&m+B 



"framer Cards may 
remove energy from 
an opponent's 
PokGmon, allow you 
to draw several 
cards or switch your 
active PokGmon for 
a benched Pok6mon, 
among other things 



Don't be afraid to 
retreat a Pok6mon 
that is weak against 
the opposition or 
seriously injured, 
aspacially when you 
are playing a two- 
pnze match Every 
PokGmon counts! 



Some attacks simply 
do damage Others 
poison, paralyze or 
put a Pokemon to 
sleap Still others do 
a host of interesting 
things Read your 
cards thoroughly 



Power 

Some gifted Pok6mon 
havePokSmonPowar, 
which is an unusual 
ability that allows you 
to do things you nor- 
mally couldn't, such as 
movedamageoranar- 
gybetwaenPokSmon 
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On your quest to inherit the 
Legendary Pokemon Cards, you 
will travel to all of the buildings 
shown on this map. Scour every 
buildings bookshelves for tips 
and talk to everyone you meet. 
Battle everyone who challenges 
you to gain experience and 
booster packs. 


IshiharaisaPokGmon 
Trading Card enthusiast 
who wants to fill holes 
in his collection. Rush 
over to his house when 
someone tells you he‘s 
looking for a card-he 
has rara cards to tradel 


yW Rock Club members favor Fighting-type PokGmon, 
especially those in the Rock subset, such as Cubone 
and Omx Grass-typos will handle Rock Club members 
Ryan and Matthew and Club Master Gene, but pack a few 
Water-types into your deck for your battle with Andrew, 
who's carrying some Fire-types in his dock Talk to tha woman 
just inside the room with thebookshelves-she may have 
nows on Ishihara 


A deck full of Fighting-types will stop the sparks in 
the Lightning Club Watch out for the Lightning-types 
that can attack both your active and benched Pokbmon. 
Jennifer's all-Pikachu deck is mostly harmless, but you might 
want to bring a Colorless- type in to take on her Flying 
Pikachu Brandon, Nicholas and tha Club Master, Isaac, will 
feel the power of your Fighting-types Steal the Self- 
Destruct-happy Nicholas’s Energy Cards if possible 


\bur journey begins inside 
Mason Laboratory. Dr 
Mason is your advisor, 
your mentor, and your 
steady supplier of booster 
packs, which he a-mails to 
you The Autodeck 
Machines are located in 
this lab 


s*.»» m mil rmm mv 
m 5W*n n sewih v nm 


P Jrw You have to find and battle the members of tbe 

Fighting Club m the Rock, Grass and Fire Clubs where 
they are training before you can battle Mitch, the 
Fighting Club Master Psychic-types and Colorless-types of 
the flying variety will take the fight out of this clubs 
members Many of these Fightcng-typcs have high HR so you 
may want to buy some time with sleep- or paralysis-inducing 
attacks am 


After you have defeated 
all of the Club Masters 
and collected the 
Medals from each, you 
can enter the Pokbmon 
Dome to challenge tha 
Grand Masters ' 


hicoimncm td Dock Typt 


Fifhting/Colarf«ss 


Rtcftmmtiirftrf Dtck Typt 


fttc imnv nd»d Dick Typi: 

Grass/Watar ’ ifcSf ’ 
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Tha Challenge Cup is 
heldIrwriodicily inside 
the Challenge Hail. fC^p 
checking inside tho 
Challenge H ill-tin prize 
for winning the 
Challenge Cup is ilw.ys 
a rare cardl 


iv Traveler 



Ronald shares in your desire to inherit the Legendary 
fokSmon Cards He will pop up for a duel, usually in 
placos you don't want to see him, such as the 
Challenge Hall or tha Pokbmon Dome 

Stranga lifa-form Imakum 7 is a bizarre PokSmon Card 
player who also loves to sing and dance This odd guy 
with *n even odder hairdo will hand over four booster 
packs if you defeat him in a duel 



Psychic Club 

Your anti-Psychic Club deck should be made up of 
the handful of Psychic- and Colorless'types that are 
resistant to Psychic attacks. Gastly, Haunter and 
Gengar ere Psychic-resistant Psychic-typas, and Jigglypuff, 
Wigglytuff, Kangaskhan Dretim and Dragonair ara tna 
Colorless-types that can take a Psychic assault. You'll find 
that your opponents' decks are also made up of Psychic- and 
Colorless types, so be caratull 


Rncommindt d Dec k Typt: 


Psychic/Cobrbss 


r 


Fire Club 


VpesBB .. 

battle, as Fire-types ara weak against tham Several 
of this club's members, including the ClubMaster, Ken, 
use Colorless-types in addition to their Fire-types Fighting- 
types will keep the Colorless-types at bay Pokfimon that can 
remove an opponent's Energy Cards, such as Water-typas 
Golduck and Poliwrath or Colorless-typaDragonair, will blunt 
the attacks of any type of PokSmon. 



mn 



Water-types are the natural choice for a Fira Club 



Racommenduii Deck Type: 


Watir/Fr fifing 




w 


Science Club 


Enter the Science Club with a deck full of Psychic- 
types such as Gastly, Abra, Drowzae and their Stage 1 
and 2 evolutions You will faca many different types ot 
PokSmon here, but they are all susceptible to Psychic power 
Stacking your deck with Full Heal and Potion Trainer Cards and 
possibly packing some Lightning-types for the Flying Pok6mon 
you faca are also good idaas Seiza the opportunity if you hear 
that Ishihara wants to trade 


lUcoiiHnaitJid Dick Ty k ■: 


Ipsychic/L jhtnir 





lr , ::..! 



Grass-types abound in this club, but don't be 
surprised if some Colorless-, Psychic- or Lightnmg- 
type creatures make an appearance The Club members 
carry many kinds of Pok6mon, but Nikki the Club Master 
prefers the Grass-types. Watch yourself-many of the Club 
Members like to put Pok6mon to sleep or paralyze them 


Rit >mrn*Mfid C ick Typ« 




HTater Club 


k 

J Most of the Water Club mambers use Water-types, 
r so a deck fortified with plenty of Lightning-types 
should have enough voltage to shock this team right out 
of the water Amanda's deck is the exception hare, and some 
F:ghting-type$ will come in mighty handy against her Sara will 
challenge you to a two-pnza duel, so attack her quickly 


Rucommtmied Deck Type: 





Ijhtnjif/Ffghting JM®! 
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If you are using a PokSmort that has both a 
Stege 1 and a Stage 2 Evolution, you should 
put four of tha besic cards, thraa of the 
Stage 1 and two of the Stage 2 cards in 
your deck A Stage 1 card is no good with¬ 
out tha corresponding basic card. 


to 

different decks. 


You can carry four decks at a time, and you 
can modify the decks to better suit your 
needs. You will need to win plenty of booster 
packs to get enough 




0 / 6 

mm im 

o/ e 

ONI 1*1 

0 / i 

art*:* L«ia 

0 / 7 

■TIM* li a 

0 / 3 


Wbtir Own W\ 
Energy Crisis 

>bu will run into many enemies who don't 
carry anough Energy Cards and will not ba 
able to attack you in a timely manner. A 
good number to work with is 25 Any 
mora is unnecessary, and with any fewar 
you will be stuck, too . 


Two Energy Tk|/>«s 
Will Po 

* * «• ^ 

Vbu can load your deck with many 
different types of Pok6mon and energy, 
but it's not likely that you'll ba abla to 
match a Pok6mon to the right Energy Card 
in time By focusing on two types, you will 
usually have the right energy on hend 
whan you nead it ’ 



Pure Thirty 


Many Trainer Cards have similar powers, 
but one is supanor because there is no 
coin flip involved For example, you can 
get an all-new hand with both Professor 
Oak and Gamblar, but you don't have to 
flip a com to get the best results with 
Professor Oak 


Qu/clr on fhe Praw 



If you favor basic but powerful Pok6mon 
such as Jynx, Hitmonchan and Lapras and 
work in some Colorless Pokfcmon that can 
use any Energy Card into your dack, you'll 
ba attecking quita quickly. 



The right Trainer Cards can turn a losing 
battle into a victory, and a lack of Trainer 
Cards can maan a painful defaat Watch 
the way the Club Masters and members 
use their Trainer Cards in battle, and emu¬ 
late the best strategies. 


Poitipleteli| Crvmh 
the Competition 

Combining the effects of an attack with 
a Trainer Card or e Pok6mon Powar can 
graatly increase tha emount of damaga 
you do to your competition Check the k 
books mlsNhare's House for hints . > * 
on combos 


STACKING THE 
DECK 

If you wane to inherit the Legendary 
Pokemon Cards, you 11 have to acquire a 
wide variety of cards to build many differ¬ 
ent decks. There are many things you can 
do to add to your collection of cards, but 
if you just need some Energy Cards, battfe 
the assistants in Mason Laboratory. 


Boosfer packs 



This is tha quickest 
way to get many 
cards relatively 
quickly Battla any¬ 
one you can When 
you win the duel, 
you win at laast one 
booster peck. 


Trade Up 



The only way to get 
many of tha rare 
cards is to trade 
with Ishihara or 
paopla you maatin 
the clubs \bu often 
have only one 
chance to trada 


Card Pop! 


Friendly Tirades 



Game Boy Color 
owners can also 
play Card Pop! via 
the infrared port by 
selecting Card Pop 1 
from tha menu that 
appears when the 
game is first 
turned on 



ie »!• irs icsrs ex 


If you hava a Gama 
Boy Color, you can 
trade cards with 
your friends via the 
infrared oort at any 
club's girt center. 
Youcenaach send 
as many cards as 
you like to your 
friends 



It's in the Mail 

Chack your e-mail 
frequently on the 
PCs in the clubs 
Dr Mason sends 
booster packs 
attachadtohis 
e-mails. 


NINTENDO POWER 





































































60HP fies'iatetca: — Weekneaa:% 

^357 "1 If you can take the time to use 
jte3Lj Focus Energy and then Bite, Bite 
. will cause 60 points of damage 
instead of just 30 Of course, using 
Bite two times in a row will do the same 
thing, just not all at once. 


#38 * 

NINETALES Level 35 

80HP Resistance; — Waekness: £ 

This Ninetales has a Dancing Embers 
attack that can do up to 80 damage 
at the cost of only three Fire Energy 
Cards. feu do gamble with atght coin 
flips, but that's a aamble worth taking!feu 
need to evolve Vulpix mto Ninetales. 


#101 * 

ELECTRODE Level 35 

70HP Resistenca; — Weakness 


Electrode s Somcboom attack isn't 
greet when battling Water-types, 
but against Pok&mon like Dugtno 
and Cubone, it's great, because you 
do not take weakness or resistance into 
account whan using this attack 


#105 ♦ 

MAROWAK Level 32 

70HP Reaistinca; Weakness. £ 

Bone Attack is a costly attack 
that causes a mere 10 points of 
damage and may or may not 
revent damage to you Wail is 
expensive attack when you consider 
I probably use it only once per game 
■-- 


also 


you will 


Even if you've played the Pokemon Trading 
Card Game with the actual cards, you've never 
seen these cards before-they exist only on 
the Game Boy, Some are very rare, and others 
arc quite common. These are a few of the 
Game Boy exclusives. Try to catch them all! 


TANGELA Level 12 ® 

50HP Resiatanca: — Weakness: * 

Tengela has 50 HR and its lowest- 
cost attack, Stun Spore, costs 
only one Grass Energy Card Stun 
Spore will always do 10points of 
damage, and it may also paralyze the 
opposing Pokemon. 


#81 • j£) 

MAGNEM1TE Level 15 

40HP fiesiatance: — Weeknasa. 


This Magnemite card is an oddity 
Tickle doesn't do much damage, and 
Magnetic Storm removes all of the 
Energy Cards from your PokGmon 
and reattaches them randomly, which is 
typically more of a hindrance than a help. 



$ 


#136 ♦ 

FLAREON Level 22 

60HP Sssistance: — Weeklies.. £ 


V/A 


Flareon's attacks may seem costly, 
but since it evolved from the 
Colorless Eevee, it can use energy of 
any color, including Double Colorless 
Energy The Rage attack works very well 
when Flareon has taken some damage. 


© 
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JOLTEON Level 24 

60HP Assistance- — Weakness 


Double Kick is risky, but when you 
win both coin tosses you get 40 
points of damage for only two 
Energy Cards-or one Double 
Colorless Energy Card Stun Needle is 
cheap if you play Double Colorless Energy 



% 
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PIOGEOT Level 38 

80HP Reaisteace.f Waekness: 

This card will come in handy when 
dueling with members of the 
Fighting Club Slicing Wind does 30 
points of damage to a random 
Pok6mon, which has the potential to knock 
out a benched PokGmon, 



% 


#52 • 

MEOWTH Level 14 

50HP Resialetce Weakness 

Meowth'sCat Punch attack will 
deal 20 points of damage to e 
Pokfcmon chosen at random, end it 
will cost you only one Double 
Colorless Energy Card or two Energy Cards 
of any type Meowth, that's rightl 



#39 • 

JIGGLYPUFF Level 13 

50HP Reaiatanca A Weakness 




■m 


Jigglypuff has 50 HP end the power 
to reduce the damage it takes by 10 
points, so it is a good choica for 
your active Pok6mon if you want 
to stall for a while, especially if you're bat¬ 
tling a Psychic-type PokSmon. 




#132 ★ 

OITTO Level 19 

50HP iesisteice 


% 


Weakness: 


Ditto is another great Pokemon if 
you need to stall Its high HP and 
ability to transform into another 
creature at the last minute, 
removing all damage countars in the process, 
make it e greet lead-off PokGmon 



PICK UP A CARD! 

The Pokemon Trading Card Game for Game 
Boy comes with an exclusive, all-new 
Meowth Card! Its a great introduction to 
the Wizards of the Coast game if you're 
new to the Pokemon Trading Card phe- j 
nomenon, and it's a fun addition to your 
collection if you're an old pro. ^ - r 




A PONE DEAL 

The Pokemon Trading Card Game is a complex and strategic 
game. There are as many deck-building theories as there are 
Pokemon Trading Card Game players. Take time, practice, 
talk to everyone you meet and gather all the strategies that 
you can-soon you will be battling the Grand Masters to 
inherit the Legendary Pokemon Cards! ?? 
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BREAKING DOWN 
THE DECKS 

At the beginning of the game. Dr. Mason 
will ask you to choose your first deck. He 
has three theme decks: the Charmandcr 
and Friends Deck, Squirtle and Friends 
Deck and Bulbasaur and Friends Deck. 
Each one of these decks is a bit unfocused, 
but that gives beginning players experi¬ 
ence with several types of Pokemon. 


tfharaiMder < 
FrtenJm Peek 

This deck hasCharmander and all of his 
evolutions plus a few more Fire-types, 
but it also features plenty of Lightning- 
types and some Fighting- and Colorless- 
type PokSmon. One difficulty with using 
Fire-type PokGmon is that their attacks 
often require you to discard one or more 
Energy Cards per attack, so you'll run out 
of energy rather quickly 


Recommsndtd dubs to Ch rtltnge; 
Grass C\u\ Water Club 



Fresh ovf 
ofthe Bo 



Each deck has its 
pros and cons, and 
you should choose 
your first deck 
according to your 
own preferences 
Or Mason will allow 
you to choose after 
you have played a 
practice round 


Sr 

Friends Deck 

With more Water-types than anything 
else, this deck is a good bet aganst any 
Fire-Types It has nearly equafnumbers of 
Psychic- and Fighting-type Pokemon and a 
few Colorless-types thrown in for good 
measure Dcwgong deals a lot of damage 
at a relatively cheap cost, but with only 
one, you probably won't field it 
often enough 


Racommended dubs to Challongr 
Fira Club, Fighting Club 




As you start winning battles and earning 
booster packs, you can streamline your 
existing decks and create new ones. The 
luck of the draw is always a factor, but with 
good planning and precise deck-building 
skills, you will be able to play with what you 
are dealt. 


Quick Star**, 

Quick M fine 


Masty Jtefreaf* \ 

<?anf 0e Sea# " 

Make sure you build into your decks some 
basic PokSmon that can attack on the 
first or second turn, such as Oddish, ^ 

Farfetch'd and Poliwag. These attacks 
may not take down a foe immediately, but 
they will put your opponent on the 
defensive. ‘ 


Many PokSmon, including Diglett, Gastly 
and Beedrill, have no retreat costs at all, 
making it eesy to switch Pok6mon at will. 

Use these zippy monsters as the active 
PokAmon as you prepare another for 
battle, then switch them at no 4 

energy cost - ^ y 


■ 

Buy Your cm IT 

Some Time ^ 


■B 

Energy to 
<fe>»n an 4</vanfaye 

Onix and Cubone, among others, have 
attacks that protect themselves from a 
limited amount of damage but don't harm 
the opponent Use these Pokemon to stall 
as you buildup other Pok6mon-you won't 
be hurting the opponent, but the opponent 
won't be hurting you much, either. - 

• .* - 


Golduck and Dragonair both have a Hyper 
Beam attack that removes one Energy 

Card from an opponent The Trainer Cards 
Energy Removal and Super Energy 

Removal also remove energy from a 

Pokemon. With some luck, bus will leave 
your opponent unable to attack. ^ 

Sr 


The Au#o<leclr 
Machines 



Mason Laboratory is 
filled with Autodeck 
Machines At first, 
only one is activated 
It features decks 
with the same names 
as the beginning 
decks but not the 
same cards. 




Buibaccur Sr 
Fnenc/c Deck 


This is the most focused starter deck, 
with a lot of Grass-types, a good selec¬ 
tion of Water-types and e touch of 
Colorless-type Pok6mon rounding out the 
lineup Flareon may seem out of place, but 
the Colorless Eevee can take advantage 
of evolving into the Fire-type Flareon or 
the Water-type Vaporeon in this deck. 


Racommended dubs to Challenge: 
Rock Ck \ Psychic Club 





Pikachu, Gengar and Electrode are some 
of the Pokemon that can attack benched 
PokSmon. This is a great tactic to use if 
an opponent has boichod a very weak , 
Pok6mon, or to chip away slowly at 
Pok&mon on the bench-the benched 
Pokemon take damage regardless of their 
weakness or resistance. 


The Theory of 
Evo/uf/oti 

A Pokemon's evolved forms always have 
more HP than the basic form. Evolve your 
Pokemon es soon as you can but not 
before you have enough Energy Cards 
ettached for the PokGmon to attack in its 
new form. Of course, if the extra HP will 
save a Pokemon, evolve it early. w , 
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NOW ON GAME BOV COLOR 

You arg the difference between The Big House and a big hosse In Malibu You are the difference between 500 6 s and 10-15 is maximum security. You are the fastest driver 
in the entire criminal community Now, make your way throegh the urban chaos of the city ..aid get away from the cops on BAME BOY* COLOR! 



GAME BOY 

CoLc# 


All'Ll- 


Ctrttwi 


F.4H 



K— ■ ^ 


YOU ARE 

□ RIVER 
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Spring Break is here, and even if you're not on vacation, you can still dive into 
a briskly refreshing pool of all-new Paks. Kick back at home with a fighting 
game, take flight with some air combat games, picnic with some puzzles, cool 
off at the beach with a chilly racer and paint the town red with a paintball bat¬ 
tler. Anyone can relax with these Paks! 








One of the most respected names in fighting games, Street Fighter, is back! 
Its 2r D fighting action will seem familiar to anyone raised on the classic 

Street Fighter games for the Super NES, 
but its simple enough for anyone to pick 
up. Street Fighter Alpha has remarkably 
snazzy color graphics, and it's for the Game 
Boy Color only. 



R0 NINTENDO POWER 


























c 





If you're new to the Street Fighter universe, you may want 
to sharpen your fighting skills in the helpful Training 
Mode before you tackle the Arcade Mode. 




taming Mode 

Usa this mode to get used to the controls on the 
Game Boy or to practice with a new character 
you're not used to You can modify your oppo¬ 
nent's action and speed to your liking by choosing 
Set Up from the Main Menu 



Brcade Mode 

After you choose your fighter, the computer will 
randomly choose your opponent Each match is 
played in tha typical best of three fashion, but 
you can change the defaults as you see fit with 
the Options Mode 



Each of these Street Fighters has his or her own strengths and weaknesses. Chun Li is 
very fast but not as strong as, say, Birdie. Rose has a powerful special attack but is on the 
weak side. Ken and Ryu share nearly equal amounts of speed and strength, and Sodom 
and Birdie arc big powerhouses who seem slow compared to the other characters. 




You won’t get very far down this Street by simply mashing your poor Game 
Boys buttons. Timing is very important, and moving around is critical. You 
need to understand more than just "punch" and "kick” to advance to the 
later rounds. Practice the throws and Super Combos in the Practice Mode. 



Throwing 

When you are very close 
to your opponent, press 
toward the opponent then 
A or B r to grab then throw 
your enemy 



Recoupry 

You can make a speedier 
recovery by pressing A f B, 
Left or Right rapidly You 
can also escape a grab 
this way 



launting 

If you're feeling saucy, you 
can press Select to taunt 
your opponent in your 
character's signature 
style \bu can teunt only 
once per fight 

Super Combo 

Watch the meter at the 
bottom of your screen 
When it fills up, you can 
use a Super Combo by 
pressing A or B, or A and B. 




•hsptf Punci. Pmi A BuTtoa 
•HwAnh. ■»+* 

•.Ml-♦+* 

•FWffl PmH ♦+* 
*+* 


Punches should be 
thrown at an oppo¬ 
nent who is relatively 
close and standing tall 


Metis 

•UHt HHK— hp I Hutton 
•NariKM— Pub B Button 
•Spin HcL.. ++B 

•Hllli But ... *+B 
•JinqiKirt »+B 
•Strap KieiL ++b 

Use a kick if your quar¬ 
ry is somewhat far 
away from you or 
crouching The Sweep 
Kick is very effective 
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As players who ve ever started playing '‘just one game" of 
Tetris only to find themselves still playing hours later can 
attest, this enduring puzzle game can make time disap¬ 
pear as if by magic. This Pak contains standard Tetris, 
several challenging variations on the Tetris theme, and a 
quest mode to keep you completely spellbound. 




All of the Tetris gomes hove block stocking and row clearing in common, 
but each of the Tetris variations adds a few new obstacles or goals to the 
game that require new strategies. At first, you will be able to play only 
Standard, Updown and Magical Tetris. You'll earn the other three by win¬ 
ning the Coin Rally quest mode. 



Standard tetris 

This is the game you're 
familiar with Make rows 
disappear by arranging the 
falling blocks into consec¬ 
utive v&rtical rows 



Updniun tetris 

You'll compete with anoth¬ 
er player or the computer 
Every line you clear is sent 
to your opponent and vice 
versa 



filagiral tetris 

You and your opponent 
send obstacle blocks back 
and forth as you clear your 
own rows of blocks 



| Signal tetris 


' I turner tetris 

n 

1 Change the colors of tho 

■ 

Break down a tall tower of 

I 10 signals on the second 

1 row to match the signals 

I on the bottom row by 

1 strategically placing 
f blocks 

w 

blocks row by row until 
you clear the key block. 
(mSES® More lines are added to 
the bottom as you play 

u 


r i Mr 


target tetris 

You'll have a very limited 
number of blocks to clear 
several target items away. 
Concentrate on the rows 
the target items are in 


©sfpr© I# WE 

The Tetris Coin Rally is a quest to collect six coins and race to the 
finish before anyone else does. Win the coins you need from 
characters you run into in the neighborhood by beating their 
Tetris challenges. When you lose, you may also lose a coin. Try 
knocking on doors and objects for clues. 


£ 


Li 





Collecting Coins 

Find out who has the coins you need by 
knocking on trash cans, doors and 
other items, then take and win those 
characters'Tetris challenges The 
characters may challenge you with 
any Tetris game, and you can replay 
them if you Jose. 





You can compete in Magical or Updown Tetris with a 
friend if you hove two Game Boy Colors, two Game 
Paks and a Game Link Cable. Just link the two Game 
Boys together with the Game Link, turn them on and 
select Two Player from the menu. 



Harmony tetris 


Harmony Tetris is a two-player coop¬ 
erative mode that gives each player 
half of tho screen to clear You can 
ress Select to switch screens and 
elp your friend if he or she needs it 


s 
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Baseball season is upon us f but why bother going to those crowded ballparks 
when you can pull off your own triple play at home? Triple Play 2001 from 
THQand HA is a Major League, arcade-style baseball game complete with a 
Home Run Derby that you can take from the bleachers to the sandloc. 



sap! ingjc 0 

Triple Play 2001 has two modes for the discriminating 
baseball fan to enjoy. Both modes give you access to all 
of the American and National Leagues' teams, plus the 
American and National Leagues' All-Stars. 

Single Game 

A Singla Game is played by any two teams 
you can challenge the computer on Rookie, 
Pro or All-Star difficulty, or you can watch 
an exhibition game of the computer versus 
the computer 

Home Gun Derby 

Vbu can choose your favorite MLB team or 
either league's All-Stars for the Home Run 
Derby The goal is-you guessed it-to hit 
the most home runs You'll have 10 outs, 
and you'll get an out every time you fail to 
hit a home run 



^ m, ilfi 

This is a short list of the strongest teams from last season who will be 
tougher to defeat than some of the other teams. But remember, if you're 
a strong player, you can do well no matter which team you choose. 


Rmeriran bp 

EAST 

•New York Yankees 

CENTRAL 

•Cleveland Indians 


liniinnal League 

east 

•Atlanta Braves 

CENTRAL 

•Houston Astros 


WEST WEST 

•Texas Rangers 'Arizona Diamondbacks 


WILDCARD 

•Boston Red Sox 


WILDCARD 

•New York Mets 



Player Slats 

From the Pre-Game or Main Menu you can 
select Teams to view each team's stadium 
and players' stats This info will come in 
handy if you want to rearrange your lineup 



Select Game Options from the Main Menu to turn Field Assist, Radar Gun, 
Cut Scenes, sound and music on or off. You can turn the options off at any 
time by pausing the game and selecting Game Options from the pause menu- 



field Assist 

This will help you when 
you're on the offensive Your 
players will automatically 
move toward the htball 



Radar Gun 

If you're interested in 
knowing how your pitcher 
is doing, you can turn on 
tha Radar Gun, which will 
display a reading after 
every pitch. 



Suiitch Players 

You can switch the pitch¬ 
er or bring in a pinch hitter 
by pausing the game and 
selecting the new player 
from the menu 
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Another NES classic swoops down from the big game hangar in the 
sky and lands on the Game Boy for this generation of gamers to 
enjoy. The much-lovcd 1942 is 0 vertically scrolling shoot-’em-up 
similar to many of the space-themed games of the past. You and your 
trusty Super Ace plane glide through the air blasting and dodging 
enemy .aircraft of varying sizes and flight patterns. Power-ups and 
plenty of points arc the rewards for fantastic fighter pilots. Are you 
ready to cam your wings? 



r 






You'll have 32 missions before you reach your final destination, the 
air over Tokyo. The stages become progressively harder as you 
count backward from Stage 32. Each level features the same basic 
flight plan-fly through the air, avoid collisions, shoot enemies, 
grab power-ups, then land on the carrier in one piece. As the levels 
progress, you 11 be dodging more and more enemies. 



Power-up 

If you manage to shoot the planes 
that fly in formation, you will be 
rewarded with a power-up There are 
six different power-ups, depending on 
the type of formation you destroy 



(Mine Duo s? 

One of the first power- 
ups you run into is the 
double machine gun It 
gives you twice the fire¬ 
power 




Another power-up will 
bring two of your allies in 
tofly right next toyour 
plane and shoot in unison 
with you 



Rii' Space 

This power-up will 
destroy every enemy on 
the screen when you fly 
over it 



Loop the Loop 

Use the A Button to per¬ 
form a loop the loop and 
save yourself when 
you're trapped by rapidly 
approaching enemies 



Big Bonus 

If you can destroy the 
enemy secret bombers, 
you will be rewarded 
with a power-up to fly 
over for some big bonus 
points. 



Stag Centered 

Its wise to say in the 
center of the screen, 
because many enemies 
approach from both the 
top and bottom without 
warning 



Strafing 


It mey lower your shoot¬ 
ing percentage, but you 
should keep shooting as 
you move back and forth 
across the screen 



Iwo-Plager 

Two people can play on 
one Game Boy tne old- 
fashioned way—by hand¬ 
ing off the Game Boy 
whenever one crashes 
and burns 



But Btieod 

If you'd like to see what's 
in store for you in the 
later missions, enter 
plane, plane, bomb, plane 
tostertatlevellB 
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Hello Kitty has been a pop culture icon for 
decades, and now she's also a puzzle culture icon 
with her cube-stacking puzzler. Hello Kitty's Cube 
Frenzy. Cube Frenzy may look 
like Tetris, but it's actually quite 
different. In addition to avoid¬ 
ing cube piltups, you'll have to 
build steps or break open holes 
to help Hello Kitty reach her 
fruit and umbrella. 





F 




Hello Kitty's levels each have a themed background featuring the sweet kit¬ 
ten in an adorable outfit. But don't let the cuteness lower your guard—these 
are tricky puzzles worthy of the sharpest puzzle masters. 



The Story Book 


Cube Frenzy unfolds as a story about the mischie¬ 
vous penguin Badtz Maru playing practical jokes 
on a vacationing Hello Kitty As you clear a level, 
you can select Story Book to learn the story 
bahind the level 



Cube Copers 


You need to think carefully about where to place 
each cube Hello Kitty walks back and forth across 
the level, and she can climb only one step at a 
time Itfc your job to help har reach her fruit 



lime Tips 

Each time you line up threa or more cubes of the 
same color, you will get a time extension If you 
line the cubes up so that they disappear in a chain 
reaction, you will get even mora time 



lllascot IMness 


Hello Kitty's friends and fellow mascots from the 
Sanno universe, Bsdtz Maru, Pandaba and Hana 
Maru, are also wandering among tha cubes Each 
will affect the game in a different way, some¬ 
times to your advantage and sometimes not 



Fiwied Facts 

You can move the cubes left, right or down with 
the Control Pad, and you cen flip them clockwise 
with A andcountcrclockwise with B Tha next 
block up will appear at the top of the screen as 
the current block falls 



Control Bitty 

You can control Hello Kitty to a certain extent 
Hitting Select plus B makes Hello move left, and 
Select plus A makes her move right Push either 
combo twice to make her run Stop Hellofe falls by 
changing her direction at the last minute 





Kitty's Game Codder 


As you progress, you may have to choose 
between two thema levels 


Floral Rusort 


c 

c 


1 


Kimono Town 

Kimono Hello Kitty 


Western Story 
Cowgirl Hello Kitty 


f Space Travel 


Astronaut Hello Kitty 



Chinese Robe 

Bench Girl 

^Chinese Robe Hello Kitty 


Bikini Hello Kitty 


School Diary 
School Girl Hello Kitty 


Wedding March 
Hello Krtty Bride 


G 


Snow Mountain 
Snowboarding Hello Kitty 


3 


Soccer Stadium 
Soccer Hello Kitty 


Angel Waltz 

Hello Kitty Angel 


D 

) 
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Wings of Fury is a ferociously detailed flight sim¬ 
ulator and air attack game. You can't let your 
attention Filter for a moment, and its being 
pulled in all directions. You have to watch the 
enemies, the targets and 
your gauges if you want 
to make it through a 
mission! This game isn’t 
for the flighty. 


H** Sdrf* PACIFIC 
#*TTUE f*our *eCTA 

£SC«*T OSS WASF HOHC 




You definitely have o lot of control over your airplane in Wings of 
Fury. You can speed up and slow down, adjust your angle, climb, dive, 
and reverse your direction. The controls depend on the direction you 
are flying in, and all are executed with the Control Pad. The more 
notable maneuvers are shown below. 



Barrel Boll 

Tap Right if you're flying 
to the loft or Left if 
you're flying right to per¬ 
form a barrel roll This 
maneuver will get you 
out of some tight spots 



Ply Sky High 

It’s often in your best 
interest to climb up high 
enough that the view 
pulls back a little so you 
can see more of what’s 
ahead 



Landing 

Gradually slow down to 
minimum speed, then tap 
Down to make the tail hook 
emerge Land very close to 
the arresting wire, which 
should catch you. 








This is one complicated game. Read the manual carefully or you may 
spend a lot of time scratching your head. In addition to the numer¬ 
ous control schemes for taking off, flying, attacking and landing, 
there are plenty of weapons and enemy actions to worry about Of 
course, you'll also have to keep one eye on your plane's gauges, other¬ 
wise you will literally go down in flames. When you’re running low on 
fuel or ammo, or at any other time that your plane is in trouble, you 
need to return to the earner to get patched up. 



Break up the Installations 

Carefully target the large installations end 
bomb them Make sure you get the entire 
structure You may need the rockets for 
the tougher targets. 



Self-Repairing Rogues 

If you aren’t careful whan destroying the 
enemy dugout and pillbox installations, 
they will repair themselves and cause you 
more trouble Make sure you take them all 
the way out, or they’ll keep attacking you 



Understand Your Arsenal 

Your normal weapon is the machine gun, and you fire it 
with A Your secondary weapon is either rockets, 
bombs or torpedoes-you can carry only one at a time 
Bombs will handle regular ground targets, rockets will 
handle the tougher ground targets, and torpedoes will 
work on enemy ships 



Beep Your Byes on the Panel 

Your instrument panel is at the bottom of 
the screen You need to watch your fuel 
and oil to make sure that your plane is in 
flying condition Head back to the carrier to 
refuel, but if your oil gauge is getting low, 
it's time to eject 1 
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Its snowing in April! Snowing Game Pales! 
There's nothing like the spring thaw to 
leave you nostalgic for the good old winter¬ 
time, and that's where Polaris Snocross 
comes in. It's white-hot snowmobile racing 
action galore in this frosty Pak. 




Polaris Snocross is a chilly racing game with twisting tracks and talented oppo¬ 
nents. You follow a basic tournament path to snowmobile glory, winning power- 
ups and opening new tracks along the way. Try to keep warm! 



tournament 


Tracks are unlocked as 
you win races. You'll need 
to place first to advance 
m the tournament and 
try out new powder 



Courses 

Each of the courses has 
its own tricky twists 
that you'll have to deal 
with. On your first few 
times through a course, 
memorize the turns 



Fine tuning 

You are rewarded power- 
ups that you can add to 
your snowmobile as you 
win races You can 
choose to increase your 
acceleration, speed or 
traction. 



© 2000 Pipe Dream Interactive 




Have you always wanted to try the soldier-of- 
fontasy sport of paint ball, but never wanted to 
find out for yourself if that paint can be washed 
out of your hair? Well, then, it's 
Ultimate Paint Ball to the res¬ 
cue! Blast the blobs of blue 
paint all over the place without 
making a mess of your Game 
Boy or your precious 'do. 



The game has one mode—Paint Ball. Basically, it's a shoot-or-be-shot, 
capturc-the-flag sort of game, where good reflexes and decent aim arc all that count. 



Place Your Ping 

Choose a spot, any spot, 
and place your flag there 
to start the game. You'll 
be too busy running 
around splatting enemies 
to defend it. 



Find the Fops 

As you move around the 
playing field, the arrows 
at the edges of the 
screen will point toward 
enemies 



Capture the Flag 

Once you've eliminated all 
of the enemies in the color 
you've been assigned, 
locate and capture the 
team's flag to win. 
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Skateboarding’s not a crime. Not when it’s this good 

GRAPHICS: Pro Skater is no poser. With 
realistic physics and movements, Bird- 
house decks and real pros and parks, the 


>Aii>rAiiiur«: tven lr tnegame m;- 
didn't have lots of depth, it would 

on end Justnd- 
ing around with no purpose at all is a blast. 
SOUND: The fitting ska, punk and aggro 
soundtrack boasts bands that sound per¬ 
fectly at home in the halfpipe. Included in 
the games looped soundtrack are Unsane, 
Suicide Machines, Suicidal Tendencies 
and the other DK, Dead Kennedys. 
COMMENTS: Andy-Wfcy better than the 
PlayStation version, f hope this is the begin¬ 
ning of a long senes of games Nate-T/it? 

most fun I’ve had 
since Super Smash 
Bros. Sonja—The play 
control is awesome 

r and challenging. 

Kyle— One of the best 
N64 games ever! 

Git am that cube* 


game has street cred to back up its looks 
PLAY CONTROL: The 9.6 speaks for itself. 
Pro Skater's countless moves and flowing 
combos roll out as well as Tony himself. 
GAME DESIGN: Activision has generously 
packed in stunts, hidden collectibles and 
more things to do in a session than just skate 
and loiter. The multiplayer trick-trumping 
scenarios, like Horse and Graffiti (m which 
you win ramps by performing stunts on 
them), qualify Pro Skater as a eame that 


still hook 


^jT| HOW IT RATES 

W+ I E irly versions of 
*11 Tony Hawk 
3223 inducted some 
qutstionabli lyrics in th« 
music, but Activision 
cliineduptht^am*, nd it 
recuvtd an E rating from 
the ESRB so it's ok :y for 
dveryone to state. 


-* Jason 
f«t -* Sonja 

t.4-.Kyie 

Jennife 


T4ri* & 


GRAPHICS 


• Activlslon/96 Megabits 

® 1 or 2 players 
simultaneously 

• Controller and Rumble 
Pak compatible 


PLAY 

CONTROL 


GAME 

DESIGN 


SOUND 


NINTENDO 

POWER 

STAFF 


128 


NINTENOO POWER 
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0 HOW IT RATES 

It's America's 
_ _ favorite pastime, 
wOta so of course it's 
appropr 'tefor ad ages. 
With an E rating, the ESRB 
agrees thitASB 2001 is 
approprht»for anyone in 
the peanuts- ind-Crackir- 
Jack crowd 


is.4 — Andy 
~.l — Chris 
8 0 - Nare 
7 j — Scott 
7.5 — Jennifer 


GRAPHICS 


Acclalm/128 Megabits 

1 to 4 players 
simultaneously 

Controller and Rumble 
Pak compatible 

Expansion Pak 
enhancements 

30 MLS teams plus 
Cooperslown Hell ot 
Fame team 


PLAY 

COMTROL 


GAME 

OESIGM 


SOUND 

7.8 


NINTENDO 

POWER 



| Let your fingers do the running 

3 GRAPHICS: Even without the high-res 
J mode turned on, T&F has winning 
looks. The backdrops are rich in derail, 
and the fluid animation conveys a realistic 
sense of movement and resistance. 

PLAY CONTROL: T&F is a butlon-mashing 
marathon. The rate at which you must tap- 
tap-tap for optimum results is tweaked just 
high enough to make it challenging but not 
numbingly impossible. Finding the right 
rhythm or nailing that tiny window of 
opportunity is the trick, and most events are 
very accommodating in supplying alternate 
button configurations. 


GAME DESIGN: Even though us 
called Track & Field, the game Vsdl 
features more th;ui just the basic 
running and jumping competitions. The 
addition of non-track events like swimming 
and gymnastics is a refreshing bonus. 
SATISFACTION: Games revolving around 
quick-fingered button tapping make up a 
very specialized genre, but for those who 
enjoy tests of manual dexterity, T&F 
comes close to the gold. 

SOUND: Reverberating swimming-pool 
acoustics and atmospheric stadium sounds 
lend to the game’s spot-on realism. 

COMMENTS: 

|IM Armond — The atu- 

mfF. mation t$ really good. 

[ Since 1 don't have a 

f ticket to the 2000 

I Games, I might spend 

L the money on this 

^IMP instead. 


S HOW IT RATES 

With rts E rating 
from the ESRB, 
Intimation il 
Track& Field 2000 is 
cartifiably inoffensive. 
Wnmng the events may 
bom widening, but it's all 
good, Citiin fun end the 
coolant is for all ages 


LI -• Sonja 
I 0 —►Jason 
7 I — Armon 
4 f — Drew 


GRAPHICS 


• konami/98 Megabits 

• 1to4pleyere 
simultaneously 

• Controller end Rumble 
Pak Compatible 

• Expansion Pak 
enhancements 

• 14 events 


PLAY 

CONTROL 


GAME 

DESIGM 


NINTENDO 

POWER 

STAFF 
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VOLUME 131 C 


29 













a HOW IT RATES 

The ESRB has 

deemed 

Battlezone 

appropriate for Everyone. 
The board does cite that 
the game contains animat¬ 
ed violence, but that's only 
in the form of tiny astro¬ 
nauts and cosmonauts 
who vanish when shot. 


7.0 -* Sonja 
6.7 -* Jason 
6.5 - Kyle 
3.9 -*+ Armond 


GRAPHICS 


PLAY 

CONTROL 


GAME 

DESIGN 


SOUND 


EVERYONE 


CONTENT JUKI) IY 
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Mindscape introduces a new game of cat-and-mouse. 


i* 


GRAPHICS: The cats and household 
settings come alive with a bold and 
off-kilter cartoony look. But in the 
cramped multiplayer mode, youd never 
even notice, since the camera zooms way 
too far out to fit everyone on screen. 

PLAY CONTROL: Things move fast, but the 
controls are simple enough so the young tar¬ 
get audience or the occasional Cat Fancy sub¬ 
scriber can handle the rodent roundup. 
GAME DESIGN: The object is simple, which 
makes the game instantly enjoyable but not 
necessarily replayable. Controlling one of 
eight felines, you must save various rooms 
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from being trashed by rampant 
rats. By lassoing them in a box 
outline you drag across the floor, 
you can capture the rats to meet the exit 
quota. Power-ups, obstacles and dogs come 
into play, and once things pick up, its easy 
to get caught up in the frantic swing of 
things. 

SATISFACTION: Rat Attack will appeal to 
younger gamers, or even arcade fans 
who'll go for its throwback approach of 
making every level more of the same, but 
just a tad more fast and furious. 

SOUND: The cheesy vibrato organ pop fits 

the Saturday morn¬ 


ing cartoon feel, but 
it also seems ready 
for the elevators, too. 




COMMENTS: 

Andy — Original game 
play that’s suitably 
stressful. 


Jy)Mscape/64 Megabits 

One to four players 
simultaneously 

Controller Pak 
compatible 

Over 50 single-player 
levels 

Over 15 multiplayer 
levels 


-HP |P H—I 

CONTENT RAT£0 IV 


HOW IT RATES 

Rat Attack was 
awarded with an 
E rating from the 
ESRB. The game is suit¬ 
able for all ages—not only 
is its cartoony action 
pure, harmless slapstick, 
but its concept is simple 
enough for beginners to 
pickup. 


PLAY 

CONTROL 

GAME 

DESIGN 


SAT. 


SOUND 


NINTENDO 

POWER 

STAFF 

SCORES 


6.9 —• Andy 
6.6 —»Jason 
6.4 -+ Nate 
6.3 Drew 
Chris 
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ECW: HARDCORE REVOLUTION 



Ul 


Acclaim’s got a new attitude for wrestling. 


- 


Z 


GRAPHICS: The settings are grimy like 
the ECW, but the characters never seem 


SATISFACTION: Though Acclaim 
bulked up ECW with pretty 


to interact with those dingy backdrops much everything from WWF 


since they’re too busy floating or sliding Attitude, the game reeks of the ECW's 


around (even when they're lying down). 


gutter-minded gimmicks. If you like your 


PLAY CONTROL: Just about all the features wresding filled with cheap shots, trash- 
that were in Acclaims previous wrestling talking and the ECW's trademark “hard- 
game, WWF Attitude, pop up in ECW, but 
somewhere along the way the play control 
took a wrong turn. The hit detection 
stumbles often, and the combo system 
seems stubborn. 


core” violence, you'll eat this one up. 
SOUND: They may be vulgar catcalls and 
outdated metal riffs, but they're crystal clear. 
COMMENTS: Sonja —The combos work only 
sometimes. Skip it Andy— Terrifically tasteless. 


GAME DESIGN: Think Attitude but with It has the greatest Create-a-Player Mode I’ve 


its modes set in barbed-wire rings. 








ever seen. Kyie—Eww... this game made me 

feel dirty. Jason— It s 
like WWF Attitude 
crossed with Jerry 
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Springer—its trash 
that's fun to watch, 
but not something I'd 
recommend participat¬ 
ing in. 



m 
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• Acelalm/256 Megabits 

• 1 to 4 players 
simultaneously 

• Controller and Rumble 
Pak compatible 

• Over 40 ECW stars 

• Over 20 game modes 






MATURE 


CONTENT MtfcO IV 


HOW IT RATES 

Just for begging 
the question, "Do 
we really need to 
see a polygonal character 
in a thong?" ECW deserves 
a Mature rating. But the 
raunchy game also earns 
its undeniable M ranking 
for being lewd, crass, bru¬ 
tal, profane and violent. 
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GRAPHICS 
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GAME 

DESIGN 


SAT. 


SOUND 


* Kyle 
5.7 jason 
5,4 ~+ Sonja 

* Chris 
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DAIKATANA 


1 



Ul 


Kemco unloads a first-person shooter about a sword. 




GRAPHICS: Daikatana deals with rime 
travel, transporting you from 25th- 
Century Japan to places like Ancient 
Greece and tomorrow's San Francisco. 
Despite the potential of the settings, 
everything has a generic dungeon look, 
and the cinema scenes are agonizingly 
dull and uneventful. 

PLAY CONTROL: Daikatana gets by with 
Turok's Controller configurations, but 
aiming tends to be jerky and imprecise. 
GAME DESIGN: The game was created by 
John Romero, the man who's generally cred- 


only real innovation this time j 
around is that this shooter offers 
minor RPG elements in the form 
of fairly inconsequential attribute building. 
SATISFACTION: Though it offers decent 
find-that-switch puzzle elements, Daikatana 
is still just a by-the-numbers shooter. 
SOUND: Daikatana's not much of a listen¬ 
ing experience — grunts and explosions 
break up an otherwise quiet game. 
COMMENTS: Sonja -The SuperNESDoom 
is better than this. There aren't enough ene¬ 
mies , and game play is way too linear. 


ited with inventing the Deathmatch. His Jennifer— Pretty cool name for such a lame 

game. It looks so-so 
and it's boring. 

Ky ie— Fairly slick 
graphics. I sense they 
were trying for some¬ 
thing big. Drew— This 
game would have been 
a sensation in 1990. 
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! • Kemco/128 Megabits 

• 1 to 4 players 
Simultaneously 

• Controller and Rumble 
Pak compatible 

• Expansion Pak 
enhancements 


32 levels 




MATURE 


CONTENT RATED IV 


HOW IT RATES 

The ESRB 
slapped 

Daikatana with a 
Mature rating, since the 
game is up to its ears with 
the requisite gore and high 
body counts that you'd 
find in Turok, Quake or 
most other first-person 
shooters. 
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NINTENDO 64 


mm 



Big air. Fast Tracks. Whether you're into high-flying motocross 
racing or knee-scraping street bike action, 

opens the throttle on gritty, two¬ 
wheeled fun. Strap on your brain bucket and test drive these 
features: 

• 1 or 2 player 

Four incredible modes of play: Single Race, Time Attack, Trick Attack, 
and Championship. 

• Use Track Editor to create your own mind-blowing tracks. 

Race on the street and in the dirt using 16 authentic race bikes from 

Kawasaki, Yamaha and Honda ®. 

Unlock hidden bikes and bonus courses by winning race seasons in 
Championship Mode. 




Exclusively Distributed By 


www.etectresourceinc. com 



vww.t0p-9ear.cofn 
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POKeMON TRADING CARD GAME 


GRAPHICS 


Nintendo/8 Megabits 

1 or 2 players 
simultaneously 

GB and GBC compatible 

K 

Game Link and Game 
Boy Printer compatible 

Infrared port capabilities 


PLAY 

CONTROL 

SU<S 

GAME 

DESIGN 


SAT. 


SOUND 


NINTENDO 

POWER 

STAFF 

SCORES 


A video game based on a card game based on a video game... 

ARAPUirC* Pnnci^rlrur t*hic ic o roirA 111/'** t-hot- t-Ko A o/'lr-ki 


GRAPHICS: Considering this is a card 
game, the developers could have easily 
copped out and skimped on the game’s 
look. But as it is, Pokemon TCG offers 
plenty of great anime to gawk at. 

PLAY CONTROL: The menus can get con¬ 
fusing, but, overall, the efficient controls 
and their functions do the trick. 

GAME DESIGN: Pokemon TCG is the per¬ 
fect primer for gamers who want to take up 
the card-playing game since it’s a bang-up 
translation and inviting version of the 
complex Wizards of the Coast game. 
Pn si nr, d in a shallow advent ir*. formal 
the game lacks substantial 
role-playing elements, but 
it serves its 


purpose 
of matching you against 
other duelists in town. 
SATISFACTION :The adven¬ 
ture is minor, but card 
fanatics and newbies will 


like that the deck-building strategies are 
identical to the real card game. Better yet, 
the GB version includes some exclusive 
cards and some of the CPU opponents can 
play a downright mean card game. 

SOUND: If you need happy music to play 
cards, TCG’s peppy tunes will pick you up. 
COMMENTS: Dan-This is a great way 
for players to hone their deck-building skills 
without having to own a ton of cards . 
Jennifer— 7 &e quest is on the short side, and 
the RPG elements arent that 
Kyle— There s enough complex strategy in deck 
building to bctp it irtcr&t'r g ficr 


HOW IT RATES 

The ESRB rates 
Pokemon 
Trading Card 
Game appropriate for 
Everyone. Maybe not 
everyone understands 
the card game, but the 
E-rated GB version will 
makeitaquick and fun 
learn. 


8.7 Jennifer 
8.1 — Nate 
8.0 Drew 
-+ Dan 


; EVERYONE 
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CONTENT fiATtb BY 



RAINBOW SIX 


Go somewhere under the rainbow in a shrunken version of R6. 


GRAPHICS: You’d think a military game 
would be heavily colored in olive drab, 
but, appropriate to its name, Rainbow 
Six sports colorful and detailed (albeit 
tiny) graphics. 

PLAY CONTROL: The setup is like the N64 
game, so you must recruit your teams and 
plan your attack before undertaking each 
mission. It was complex on the N64, and 
it’s even more complex on Game Boy. Or 
maybe it’s just frustrating—managing 
your menus can be a bear to control. 
GAME DESIGN: While the N64 game had 
a a big element of surprise in it, it’s lost 
in the GBC version, since 
the three-quarter view 
exposes enemy hiding 
places. Still, planning your 
missions is a major part of 
the game, and all the 
strategizing of the N64 
game remains in tact. 


SATISFACTION: Red Storm took a good 
stab at preserving the game, but really 
you’re just going through the motions 
with useless planning in the GBC version. 
SOUND: The sound isn’t particularly note¬ 
worthy, since the music and sound effects 
are pretty standard fare, 

COMMENTS: Andy —Very similar to the N64 
version. I’m thankful its not a platformer. 
Jennifer— The game is too complex for a 
quick pickup. You may get tired of setting up 
your tiny teams over and over again. 
Scott—The planning phase is all but pointless 
in this game, unlike the N64 version. 




*9# 






hi 


ATC 
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Red Storm/8 Megabits 
1 player 
GBC exclusive 
16 missiom 
3 languages 
Battery-backed memory 


CQNIENI flATfcD IY 


EVERYONE 


HOW IT RATES 

The violent 
themes of the 
game maybe 
straight out of the novel 
from Tom Clancy, but 
Rainbow Six for Game Boy 
Color doesn't show any 
graphic blood or gore. For 
this reason,the ESRB gave 
it an E rating. 


PLAY 

CONTROL 


GAME 

DESIGN 

~rM 

SAT. 

« -» 

SOUND 


NINTENDO 

POWER 

STAFF 

SCORES 


7.9 - Chris 
? .4 Scott 

6.9 -4 Drew 
6.8 —♦ Nate 
6.5 —*• Jennifer 
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ALSO PLAYING THIS MONTH 


MAGICAL TETRIS CHALLENGE 

* Capcom/8 Megabit* 

♦ 1 *imultaneo«sly 

* GBC exclusive 

• Game link compatible 



EVERYONE 


e 


SITO* RRlfJ IY 


The GBC version makes better use of Mickey Mouse 
than last year's MTC for the N64 did. Integrating adven¬ 
ture elements into the puzzler, MTC sends Mickey into 
town to meet various Disney characters. They in turn 
will reward you if you can beat their puzzle challenges, 
such as clearing a number of lines within a time limit. 










STREET FIGHTER ALPHA 

* Capuom/B Megabitv 

* 1 player 

* GBC exclusive 


■iiimrt *1 



READY 2 RUMBLE BOXING 

* Midway/1# Megabits 

* 1 player 

* GBC exclusive 

* Ramble feature 


t 


CfrH'tRT |v 


A solid translation of Capcom's tried-and-true fighting 
franchise, Street Fighter Alpha brings the lightning-quick 
martial artistry of the arcade game to the tiny screen. 
The colors aren't the most spectacular, but Street 
Fighter is all about fighting, and the GBC version 
delivers it with punch. 


Most GB translations of N64 games take a bit of tweaking 
and suffer in the process, but Ready 2 Rumble is very close 
to its big brother. The boxing game boasts 10 of the N64 
game's palookas and sports great rock-'em, sock-'em 
action. Thanks to voice samples and digitized images 
straight from the N64, the game doesn't skip a beat. 
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POLARIS SN0CR0SS 

* Vatical/8 MapbiH 

* 1 or 1 playera ifffiuttantffmily 

* GB and GBC compatible 

* Game link eompalfbfe 

* Rumble feature 


ULTIMATE PAINTBALL 

* Mafeveo/B Megabits 

* 1 player 

* GB and GBC compatible 

* Passwords 


EVERYONE 


C 1 W 1 EUT fl*T m w> 


Snowmobile company Polaris lends its license to Vatical 
for a racing game that's slicker and sleeker than most 
other top-down racers. The bird's-eye view lets you see 
enough of the track so you're never steering blind, 
while the jumps, moguls and ice patches that litter 
the numerous courses keep navigation unpredictable. 


A curious variation of Deer Hunter, Ultimate Paintball 
replaces the bullets with paint and deer with people. The 
capture-the-flag game plays like a shooting gallery that 
shoots back, as the human canvases pop in and out of 
tfP| bushes. Sorely lacking a two-player mode, Paintball 
simply flirts with tedium and is far from the "ultimate.' 
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Un a desert planet 

scorched by twin 
suns, bounty hunters 
scour the planet 
looking for Vash the 
Stampede, a gun¬ 
slinger so 
dangerous, a 
$$60,000,000,000 
reward has been 
placed on his head! 
Vash, also known as 
the Human Typhoon, 
has been credited 
with the destruction 
of several towns, but 
miraculously, there is 
no record of him ever 



taking a life, and 
Vash rarely even 
draws his weapon. 
However, only two 
things ever happen to 
those who catch up to 
Vash - they either 
crawl away wounded 
(mostly from self- 
inflicted damage), or 
they stagger away in 
disbelief that such a 
dork could possibly 
be the man they are 
looking for! 

DVD $29.98 
VH5-Dub $24.98 
VH5-5ul $29.98 


SUGGESTED 


ti 


13 

IP 


The violence and comedy 
in the dusty Sci-Fi 
Western setting of Trigun, 
strongly appeals to 
American audiences, par¬ 
ticularly to the teenage 


™ males that remain the 


core of the Anime consumer market 
The heroic themes and actions of the 
main character, laced with comic 
relief, communicate a wholesome anc 
yet entirely watchable program that 
appeals to kids of all ages. Pioneer 
Entertainment is rating this program 
13 UP because of the extreme vil¬ 
lains, the intensity of some situations, 
and the high level of violence that 
may scare younger viewers who may 
not realize that, for the most part, no 
one is getting hurt. 




Far mare information, check out: 

www.pianeeranimcition.cam 







Where Milo feared to treed, 


ALICE IN WONDERLAND 


An adventure in GBC. 


STUNT RACER 3000 





and puzzles. At this time, we don't know 
what rating the game will receive from the 
just how exciting the future is for gaming. ESRB, but we already suspect that the 

The latest breakthrough from our friends gaming world will rate it P for Perfect, 

in Twycross comes in the form of Perfect 
Dark for Game Boy Color. 

These first published shots 
of the game are remarkable 
for two things—the sharp¬ 
ness of the detail and the 
variety of perspectives. Far 
from producing a standard 
platformer to take advan¬ 
tage of a popular name, 

Rare is using the Perfect 
Dark brand to introduce 
gamers to a richer, hand¬ 
held gaming experience. 

Rare makes use of the entire 
platform with two-player 
Game Link options, 

Infrared dataport transmis¬ 
sions, Game Boy Printer 
compatibility, a Rumble 
feature and a Transfer Pak 
function for communicat¬ 
ing between the GBC and 
N64 games. The story fol¬ 
lows Joanna from her final 
training at the Carrington 
Institute to her first mis¬ 
sion as an agent. Its a new 
story in seven original mis¬ 
sions with lots of weapons 
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happy bomb-fest. Blow up, or try to 
blow up everything. Of course, you 
can't toast Bomberman while you're on 
your pyrotechnic binge, so caution is also 
key. Tutorial levels help newbies explore 
the many ways Bomberman uses explo¬ 
sives, and a character named Lillith gives 
game advice along the way. So how does 
the Story Mode differ from earlier 
Bomberman games? Its partially a matter 
of good design and partially solid play con¬ 
trol. The 3~D cinema scenes help fill out 
the story and give this Bomberman title 
more of a sense of humor. 


is sucked into a Black 
Hole, its just the beginning of the 
latest adventure for the plucky, not to 
mention explosive, character from 
Hudson Soft and Vatical Entertain¬ 
ment. The latest incarnation of 
Bomberman for the N64 has more of 
an action RPG feel than previous 
games in the series. With a new 
helper named Pommy, Bomberman 
must free himself from prison to seek 
and seize the seven stones that Rukifellth 
uses to enslave seven worlds. Bomberman 
will face all sorts of enemies from 
Rukifellth's BHB Army, but he'll have the 
best explosives in the galaxy to help him 
on his quest. 


Fire In the hole 

As always in Bomberman's adventures, the 
key to victory is placing your bombs strate¬ 
gically to blow up enemies and obstacles. 
It's also important to find special bombs, 
most of which you’ll find by blowing up 
stuff, too. Basically, this game is one big, 




Pommy loves Bomby 

Bomberman’s new ally, Pommy, is a weird 
little guy who adds a big element to the 
game. A second player can join in the Story 
Mode using Pommy. The only restrictions 
are that Pommy won’t fight against bosses 
or in Gravity Generator rooms. In other 
areas, though, Pommy can attack enemies. 
Bomberman can help Pommy grow, as 

well. If you feed him meat, he’ll 
grow stronger, and if you give 
him veggies, he’ll grow smarter. 

More bombs for 
more fun 

One of the best parts of any 
Bomberman game is the multi¬ 
player option. When you 
first play The Second Attack, 
only the Survival and Chal¬ 
lenge Modes are open. You'll 
open up more multiplayer 
modes by winning the Chal¬ 
lenges. Up to four players can 


join in the fun in a wide variety of arenas 
with options for ghosts, time limits, num¬ 
ber of victories and other elements, such as 
Shuffle and Sudden Death. There are five 
Battle Types and eight arenas for each 
Battle Type. The traditional Bomberman 
multiplayer game is just one of the five 
types. The other types include team 
matches, coin-collecting matches and 
high-score matches. 

Bomberman's new 
clothes 

Bomberman 64: The Second Attack looks 
good from any angle, but it can also look 
more the way you want when you use the 
Customize Bomberman option. The idea is 
to create your own Bomberman using var¬ 
ious parts that you collect in the Story 
Mode. Once you have the parts, you can 
create your own Bomberman, save it on a 
Controller Pak, and import it into multi¬ 
player matches. There’s even more to this 
game, but we’ll wait until next month for 
further in-depth coverage. 






































ew licensee UFO Entertainment is 
planning a summer release for 
Super Bowling, a game that hails from 
Athena in Japan. This N64 bowling title is 
as far from the ordinary bowling sim as 
you’re likely to see. For instance, you can 
bowl in a garage instead of an alley. Six 
secret alleys, such as one in a forest, are 
locked away. There’s a Stage Mode that lets 
you bowl at top speed against a CPU char¬ 
acter opponent, a Challenge Mode where 
you’re given difficult splits, a Golf Mode 




that’s scored by the total number of 
balls it takes to clear an alley and the 
Open Mode, which is a tournament 
for single, team or doubles action. The 
play control system puts a few spins 
on standard bowling meters, but it’s 
easy to learn. A combination of ball 
cam and alley cam windows gives you 
the complete picture on every throw. 
Top it off with a lively sound track — 
you’ve got the most innovative and 
interesting bowling title in years. 







I f you think that Alice from Disney’s 
Alice in Wonderland controls her 
growth by nibbling on mushrooms, think 
again. The real shrinkage occurs when 
Alice squeezes into her upcoming romp for 
Game Boy Color. Digital Eclipse, Disney 
Interactive and Nintendo of America 
teamed up on this title, hoping to pack the 
curious storybook heroine into a game 
that mixes easy action with simple puzzle 


play. Our test version at Pak Watch turned 
out to be a beautiful game with more glit¬ 
ter than the Cheshire Cat’s grin. Reflective 
surfaces and smooth animations are just 
two of the graphical tidbits in this feast of 
fun. Film fans will recognize areas of the 
game modeled after movies scenes, such as 
Down the Rabbit Hole, A Mad Tea Party, 
and Paint the Roses Red, and they’ll reac¬ 
quaint themselves with Tweedledee & 


Tweedledum, the March Hare, the Mad 
Hatter and other characters from the Dis¬ 
ney animated movie. The action takes 
place in side-scrolling and isometric per¬ 
spectives, and plentiful cinema scenes 
convey the story. There’s even a two-player 
hide-and-seek mode that lets two players 
hide and hunt on one Game Boy Color. 
Alice should step through the retail look¬ 
ing glass early this summer. 
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hen Natsume recently informed 
us that Legend of the River 


King 2 and Harvest 
Moon 2 were on the 
schedule for this 
fall, we immediately 
started canceling 
appointments and 
vacations. For fans of 
these unusual RPGs, 
the reason will be 
clear, but for those of 
you who have never 
worked to bring in 
a crop of virtual 
veggies or to land a 
virtual trout, let us 
say a few words about 
Natsumes life-RPG 


They may 
but the 


games, 
seem silly, 
strategy level is high, 
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the games are non-violent, and 
they are very compelling. This 

second batch 


of 

GBC games has all 
new stories and var¬ 
ious other features. 
For instance, in 
Harvest Moon 2, 
players can choose 
their gender—thus 
removing one of the 
few objections to 
the original games. 
The length of the 
games timeline 
increases to three 
years for HM2. In 
Legend of the River 
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Worvast Moon 2 








Harvest Moon 2 




Harvest Moon 2 


River King 2 


King 2, players choose to ing two lost gems. Although Natsume 
begin the game as either a kid hopes for early releases of both titles, we 
or a teenager. There’s a new expect a realistic date is late summer or 
story with the goal of recover- fall. It will be worth the wait. 



❖ ❖ ❖» X4 


That s not to say that Midway’s Stunt Racer 
3000 has Finnish drivers. No, as you can see 
in the screen shots we’ve taken of this upcom¬ 
ing racer, the fins are on the retro-style cars. 
Boss Games, the creators of last year’s highly 
polished World Driver Championship and 
this year s SR3K, is putting the final glow on 
this year’s racing spoof But it turns out that 
the joke will be on players who don’t take this 
game seriously. Imagine F-Zero with retro 
cars and a system for pulling stunts. Now that 
we’ve seen it, we don't have to imagine. We’ll 
have more on this one soon, but for now, 
enjoy the view from the year 3000. 
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What’s breaking in the world of gattas. 


Never count a Power 
Banger out 


stunts for points. There's also a One-player you. If you want to be more sporting about 
vs. CPU Mode. Courses range from city it, you can go after the trophy with a bow 


The Power Rangers seemed to be down for streets to the dockyards where Tony and and arrow. How do you get close to such a 
the count several years ago, but their for- nine top boarders can grind all day long, suspicious animal? Cover yourself with 


tunes have recently revived with a popular, and you can join in the fun. 


new TV series, Power Rangers Iightspeed 
Rescue. And that popularity will translate 


Color a Dinosaur? 


into a new N64 game from THQdue this Before you start thinking this news item 
October. Power Rangers fans will enter a has anything to do with an old edutain- 


vast 3-D world, 30 stages long, where they'll 
pilot Power Ranger vehicles and even the 
giant Mega Zords as they seek to save peo¬ 
ple from an assortment of monsters. 



ment title for the NES, stop. Dinosaur is 
the name of the upcoming Disney ani¬ 
mated feature that’s scheduled to release in 
theaters this May. Through our overseas 
sources, Pak Watch has learned that Ubi 


sheep smell—Ewe ‘d cologne. Yes, the joys 
of the great outdoors will be yours to savor 
when Rocky Mountain Trophy Hunter is 
released next month. 

Kora Game Boy 

April is known for showers, and this 
month, news of new Game Boy Color titles 
is pouring in. The flood gates begin with a 
watery wonder from Vatical Entertain- 


Power Bangers Llghtspeed Bescue 


Soft has acquired the rights to create a ment. Vatical has been picking up steam as 
Game Boy Color title based on the ani- a developer for Nintendo systems, and its 
mated film, and the game will release GBC lineup is its real strength. That posi- 
simultaneously with the movie. Although tion gets even stronger with VR Sports 
we don't have any screen shots at this time, Power Boat Racing. This game features 
we did get a sneak peek at the game, very fast action on overhead perspective 
Players take on the role of the dinosaur 
herd members, such as Aladar, Eema, Plio 
and Zini, as they perform tasks. Each 
member has attributes that may make it 
ideal for particular situations—sort of like 
an overhead-perspective Lost Vikings. 


Tony Hawk does SBC 

As the Tony Hawk phenomenon sweeps B 0 SI* D 1 . 8 Ty 
the N64, get ready for a smaller version of If you enjoyed blasting Bambi in Deer 
the skateboarding game to hit Game Boy Hunter, GT Interactive has the next 
Color this May. Tony Hawks Pro Skater hottest thing in virtual blood sports— 
for the small screen packs some big action. Rocky Mountain Trophy Hunter for Game courses that often pass through tunnels or 



VR Powerboat Racing 


The Halfpipe Mode features three parks Boy Color. This time around your quarry is send your boat over jumps. The four modes 


where players get big air and pull monster 
stunts. The Tournament Mode features 


the cunning Rocky Mountain Big Horn 
sheep—a wily opponent armed with two 


five courses where players go head-to-head curly horns that could knock you silly if 
with three CPU opponents. Each boarder you don't watch out. Fortunately, you can 
is racing, picking up items and grabbing defend yourself with a rifle and high- 


include Arcade, Single Race, Challenge and 
Practice. Races take place on six interna¬ 
tional courses. 

Infogrames’ Ronaldo V. Soccer features 
the Brazilian star in an international soc- 
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powered scope, stopping the evil sheep in cer game. There’s a lot of soccer packed 
its tracks long before it even gets a whiff of into this title with its Leagues, Cup play, 

Friendly matches and Practice Mode. 
Unlike in some previous soccer games for 
GBC, you can actually see the ball, and you 
should be able to see the game by May. 

The Men in Black are back in Craves 
MIB2. The world’s favorite alien police- 
agents K and J—have eight missions 
ahead of them, and the fate of the planet 
lies in the balance. Play control has been 
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K*n in Black 2 


greatly improved from last years MIB title, 
making MIB2 a fast-paced side-scroller with 
a lot of potential. 

Midways series of down-home action 
games continues with Toobin’—a racer 
that puts players in an innertube on a river 
full of items and hazards. Its a new take on 
racing games, and it might be worth a look 
this April when it s released. 

Apparently the next big thing that came to 
mind at Interplay was a Game Boy Color 
game based on the movie, Casper the 
Friendly Ghost. Although this idea may 
seem about as substantial as the sheet- 
shrouded star, its actually a fun little action 
vehicle with excellent sound and a lot of 
exploration. Casper is the user-friendliest 
ghost we know. 

N6V Flash 

Activision has announced that Tony Hawk 2 
for the N64 is already in development. The 
second awesome boarder should be ready by 
the holidays. Tony 2 will join a super Activi¬ 
sion lineup that also includes Spider-Man 
and possibly two X-Men games. Over at Ubi 
Soft, the French software company also 
obtained rights for the VIP television series. 
In other news, Pak Watch has learned that 
3 DO is well into development on a second 
Sarges Heroes game. Army Men: Sarges 
Heroes 2 involves more of the characters 
from Sarges squad. At Acclaim, ECW: Anar¬ 
chy Ruiz, the second N64 ECW tide, is due 
out this September. Finally, lets round 
things out with a look at Midways N64 
lineup for 2000. Midway will open its fall 
campaign with NFL Blitz 2001 and Rush 
2049. The word on Rush is that the cars will 
have wings. Following them will be Ready 2 
Rumble 2 and NBA Showtime 2000. The 
final game, Cruisin’ Exotica, doesn’t have a 
date nailed down, but it’s on its way. 
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BIG MOUNTAIN 2000 
BLADES OF STEEL 2000 
BOMBERMAN 64: SECOND ATTACKI 
EXCITEBIKE 64 
PERFECT DARK 

CASPER THE FRIENDLY GHOST 

CROC 

DINOSAUR 

DAFFY DUCK: FOWL PLAY 

FIFA 2000 

MEGA MAN 5 

METAL GEAR SOLID 

MONSTER RANCHER 
BATTLE CARDGB 

MUPPETS 

NBA IN THE ZONE 2000 


NBA LIVE 2000 

NFL BLITZ 2000 

NHL BLADES OF STEEL 2000 

NHL 2000 

QIX ADVENTURES 

RESIDENT EVIL 

ROCKY MOUNTAIN 
TROPHY HUNTER 

SUZUKI ALL-STAR 
EXTREME RACING 

TEST DRIVE CYCLES 

TOMB RAIDER 

TONY HAWK'S PRO SKATER 

WARI0 LAND 3 

WICKED SURFING 

WINNIE THE POOH 



SUMMER 2000 


AIDYN CHRONICLES: 

THE FIRST MAGE 

BANJ0-T00IE 

BLUES BROS. 2000 

DUCK DODGERS IN 
THE 24TH1/2 CENTURY 

F-1 RACING CHAMPIONSHIP 

HERCULES 

KIRBY 64 

OGRE BATTLE 64 

STARCRAFT 64 

STUNT RACE 3000 

SUPER BOWLING 


SYDNEY 2000 
TUROK 3 

ALICE IN WONDERLAND 

CRYSTALIS 

HARVEST MOON 2 

HEROES OF MIGHT & MAGIC 

LEGEND OF THE RIVER KING 2 

LOONEY TUNES COLLECTOR: ALERT 

MEN IN BUCK 2 

SAN FRANCISCO RUSH 

TRICK BOARDER 

WACKY RACES 


FUTURE 


CONKER'S BAD FUR DAY 

CRUISIN' EXOTICA 

ECW: ANARCHY RULZ 

ETERNAL DARKNESS 

HEY YOU, PIKACHUI 

MICKEY'S SPEEDWAY USA 

MINI RACERS 

THE NEW ADVENTURES 
OF BATMAN 

NFL BLITZ 2001 

NIGHTMARE CREATURES 2 

POWER RANGERS 
LIGHTSPEED RESCUE 

READY 2 RUMBLE 2 

RIQA 

RUSH 2049 



SPIDER-MAN 

SUPER MARIO RPG 2 

TONY HAWK'S PRO SKATER 2 

VIP 

X-MEN 

ZELDA GAIDEN 

DAI KATANA ADVENTURE 

DONKEY KONG COUNTRY 

THE LITTLE MERMAID 2 

PERFECT DARK 

POKeMON ATTACK 

POKeMON GOLD 

POKeMON SILVER 

WARLOCKED 

ZELDA: TRIFORCE 
SERIES (3 TITLES) 


NINTENDO 64 
GAME BOY COLOR 
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Grab your helmet 'cause Excitebike 64 is rewing * 

to go! The premier motorcycle racing game from ™ 
the NES days is making its 64-bit debut, complete with the dirt¬ 
thrashing racing action and track-editing extras that made it 
famous. This all-new 3-D motorcycle racer is ready to jump into your 
living room, and if you want to be ready for it, you'll have to read our 
stunt-sticking, obstacle-dodging, pack-leading coverage in May. 


Joanna Dark doesn't play well 
with others—or does she? Find 
out next month when our top i 
agents uncover the secrets I 
within Perfect Darks mon¬ 
ster multiplayer modes. 


Come along with Nintendo 
Power as we dig up the treasures 
hidden inside the very first Tomb 
Raider game for a Nintendo sys¬ 
tem. Lara, meet Game Boy Color! 


BERMAN G4 :: THE 
ECOJMB ATTACK 


this is one explosive situation— 
Bomberman is back for a second 
attack! We’ll cover the Bomber- 
man bases, from the adventure 
mode to the four-player battle 
mode in May. Its sure to be a blast. 


We’re spying inside the Metal Gear 
Solid Pak to bring you a dose look 
at this new sneak-and-diehard 
thrilller for Game Boy Color. Be 
here in May for a full report. 



NS4 

1 * Bug'* Life 
2. Air Boardin' USA 

3 All-Star BaaebaD 2001 

4 Armonnes Project S W.A.R.M 

5 Army Men Safe's Heroes 

6 Asteroids Hyper 54 

7 Banjo-Kazooie 


m 


9 BattlcTanx 

10 BoitleTanx Global Assault 

11 Battlezone 64 Rise of the Block Dogs 

12 Beetle Adventure Raang 

13 BioFreaks 

14 Blast Corps 

15 Body Harvest 

16 Bomberman Hero 

17 Bomberman 64 

18 Brunswick Circuit Pro Bowling 

19 Buck Bumble 

20 Busba-Move '99 

21. California Speed 

22. Carmagcddon If Carpocdypse Now 

23. Castievama 

24 Castlevani x Legacy of Darkness 

25 Chameleon Twist 2 

26 Charlie's Blast Temtacy 

27 Chopper Attack 

28. Command k Conquer 

29. Cnus'n USA 

30 Cnus'n World 

31 CyberTiger 
32. Daikatana 

33 Deadly Arts 

34 Destruction Derby 64 

35 Diddy Kong Racing 

36 Disney's Tarzan 

37 Donkey Kong 64 

38 Doom 64 

39 Duke Nukem 64 

40 Duke Nukem Zero Hour 

41 Earthworm Jim 3-D 

42- ECW Hardcore Revolution 
•13 Elmo's Letter Adventure 
44. Elmo's Number Journey 

45 Extreme-G2 

46 F-l World Grand Pnx 

47 F-ZeroX 
46. FIFA '99 

49 Fighter Destiny 2 

50 Fighting Force 64 

51 Flying Dragon 

52 Forsaken 

53 40 Winks 

54. Gauntlet Legends 

55 Gex 3i Deep Cover Gecko 

56 Clover 

57 GDemon’s Great Adventure 

58 GddenHye 007 

59 Harvest Moon 64 

60 Hot Wheels Turbo Racing 


61. Hybrid Hea\**n 
6Z Hydro Thunder 

63 In-Flsherman Bass Hunter 64 

64 International Track & Field 2000 

65 Jet Force Gemini 

66 Killer Instinct Gold 
67. Knockout Kings 2000 

66 The Legend of Zekte Ocann* of Time 

69 LEGO Racer 

70 lode Runner 3-D 

71 Madden NFL 2000 

72. Magical Tetris Featuring Mickey 

73 Mano Golf 

74 Mano Kart 64 

75 Mano Party 

76 Mano Party 2 

77 Micro Macnme* 64 Turbo 

78 Mission Impassible 

79 MLB Featuring Ken Guffey Jr 

80 MLBPA Bottom of the 9th 

81 Monaco Grand Pnx 
o2 Monopoly 

83. Monster Thick Madness 

84 Mortal Kombat 4 

85 Mortal Kombat Mythologies: Sub-Zero 

86 Mortal Kombat Tnlogy 

87 Mystical Ninja Starring Goemon 
68 NAMCO Museum 64 

89 NASCAR 2000 

90. NBA Courtade 2 Featuring Kobe Bryant 
91 NBA Hang Time 
92. NBA in the Zone 2000 

93 NBA Jam 2000 

94 NBA Live 2000 

95 NBA Showtime 
% The New Tetns 


97 NR Blit? 2000 

98 NR Quarterback Club 2 

99 NHL Blades of Steel '99 


Hi 


100 NHL Breakaway '99 

101 NHL'99 

102. Nightmare Creature* 

103 Nuclear Strike 64 

104 Off-road Challenge 

105 Paperboy 

106 Penny Racers 

107 PGA European Tour 
106 PilotWings 64 

109 Pok&non Snap 
130 Pokemon Stadi urn 

111 Quake H 

112 Quest 64 

113 Rainbow Six 

114 Rally Challenge 2000 

115 Rampage 2. Universal Tour 

116 Rat Attack 

117 Raymon 2 The Great Escape 

118 Ready 2 Rumble Boxing 

119 Resident Evil 2 

120 Re-Volt 

121 Ridge Racer 64 


122. Rc d Rash 64 

123 Kuad&iff* 

124 Rocket Robot on Wheel* 

125 Rugrats Scavenger Hunt 

126 Rush 2 


127 San Fnnasco Rush Extreme Racing 
128. Shadow Man 

129 Shndowgatebi Trials of the Four Towers 

130 Snowboard Kids 2 

131 South Park 

132. South Park. Chef's Luv Shidc. 

133. South Park Rally 

134 Space Invadem 

135 Space Station Silicon Valley 

136 Star Fox 64 

137 StarWars Episode! Racer 

138 Ster W»/rs Rogue Squadron 

139 Star Wars Shadows of the Empire 

140 Slarshot Space Circus Fever 

141 Super Mano 64 
142. Super Smash Bros. 

143 SuperercsR 2000 

144 Superman 

145 1080° Snowbomding 

146 Tonic Trouble 


147 Tony Hawk's Pro Skater 

148 Top Gear Qverdnve 

149 Top Gear Rally 2 
150, Top Gear Hyper-Bike 
151 Toy Story 2 

152. Transfer Pak 

153 Triple Play 2000 

154. Turok Dinosaur Hunter 

155 Turok, Rage Wars 

156 Turok 1 Seeds of Evil 

157 Twisted Edge Snowboarding 
158. Vigilante 8 

159 Vigilante 8 2nd Offense 

160 Virtual Pool 64 

161 V-Ra)ly Edition'99 

162. Wwalae Country Gub True Golf Classics 

163 Wave Race 64 

164 WCW Mayhem 

165 WCW Nitro 

166 WCW / nWo Revenge 

167 WCW vs. nWo World Tour 
166 Wetnx 


169 WmUack: Covert Operations 

170 Wipeout 64 

171 World Dnver Championship 
172. World League Soccer 2000 

173 Worms, Armageddon 

174 WWF Altitude 

175 WWF War Zone 

176 WWF WrestleMama 2000 

177 Xena. Warrior Princess The Tahsman of Fate 
176 Yoshi s Story 


Gantt Bov 

179 A Bug's Life 

180 All-Star Baseball 2000 


181 Arcade Hit Defender/Jou*t 
162 Arcade Hite* Spy Hunter/ Moon Patrol 

183 Annonnes Project S W.A.R.M. 

184 Army Men 
185. Asteroids 

lb6 Bassmasters Classic 
167 BattlleTanx 
188 Battleship 

169 Billy Bob's Hunbn' V Fishin’ 

190 Bionic Commando Elite Form 

191 Black Bass Lure Fishing 
192. Blaster Master 

193 Boarder Zone 

194 Bomix-mian Quest 

195 Bubble Bobble Cashes 

196 Bugs Bunny Crazy Castle 

197 Bu3t-a-Move4 

198 Caesar's Palace If 

199 Castlevania Legends 

200 Catwoman 

201 Catz 

202 Deer Hunter 

203 Disney's Beaut}' and the Beast 

204 Disney's Tarzan 

205 Dogz 

206 Donkey Kong Land 

207 Donkey Kong Land 2. Diddy's Kong Quest 

208 Donkey Kong Land 3 

209 Dragon Worn or Monsters 

210 Driver 

211 DukeNukem 

212. Earthworm Jim Menace 2 the Galaxy 

213 Elmo in Grouchland 

214 FIFA 2000 

215 Final Fantasy Adventure- 

216 Final Fantasy Legend 

217 Final Fantasy Legend II 
218. Final Fantasy Legend HI 
219 Ftogger 

220. Game k Watch Gallery 3 

221. Gex 3 Deep Pocket Gecko 

222 Ghosts 'n' Goblins 

223 Godzilla The Senes 

224 Grand Theft Auto 

225 Harvest Moon GB 


226 Hello Kitty's Cube Frenzy 

227 Hexdta 

228 James Bond 007 

229 Ken Gnffcy Jr Presents MLB 

230 Kirby's Dream Land 2 

231 Klax 


232. Knockout Kings 

233 Legend of the River King 

234 Legend of the Sea King 

235 The Legend of Zelda. Link's Awakening DX 

236 Madden NFL 2000 

237 Magical Tetns Challenge 
m Mano Golf 

239 Mega Man V 

240 Men in Blade The Senes 

241 Me trad B. The Return of Sam us 


242. Mickey's Radng Adventure 
243 XikroMachlnes 1 & 2: I win lurbo 
244. Microsoft Puzzle Collection 

245 Millennium Winter Sports 

246 Mission Impossible 

247 Montezuma's Return 

248 Mortal Kombat 4 

249 Motocross Maniac* 2 

250 Mr Nufc 

251 Ms. Pac-Man Special Color Edibon 

252 NBA -Lon-3 Featuring Kobe Bryant 
253. NBA in the Zone'99 

254 NBA Jam'99 

255 NBA Showtime 

256 NFL Blitz 2000 

257 NHL Blades of Steel 2000 

258 NHL'99 

259 Qjdworid Adventures 2 

260 Pac-Man Special Color Edition 

261 Pokemon 

26Z Pokemon Pinball 

263. Pokemon Trading Card Game 

264 Pong The Next Levd 

265 Prince of Persia 
266. Quest forCamdot 

267 Quest RFG Bnan's Journey 
268. Rampage 2; Universal Totir 

269 Kayman 

270 Ready 2 Rumble Boxing 

271 Revelations The Demon Slayer 

272. Roadsters Trophy 

273. R-Type DX 

274 Rugrats Tune Traveler 

275 Shadowgate Classic 

276 Smurf's Nightmare 

277 Space Invaders 

278 Spawn 

279 Speedy Gonzales: Aztec Adventure 

280 Star Wars Episode I Racer 

281 Super Mano Bros. Deluxe 
282. Super Mano Land 

283 Super Mano Land 16 Golden Coins 

284 Survival Kids 

285 Test Drive 6 

286 Tetn* Attack 

287 Tetns DX 

288 Tiger Woods PGA 2000 

289 Titus the Fox 

290 Tonka Raceway 

291 Top Gear Pocket 2 

292 Towers Lord Bamff'fi Decnt 

293 Toy Story 2 

294 Turok Rage Wars 

295 Uno 

296 Vigilante 8 

297 V Rally 

298 Wano Land Super Mano Land 3 

299 Wano Land 2 

300 Wings of Fury 

301 Wotttip* Armageddon 
302. WWF Attitude 


303 WWF WrcstL-Marua 2000 
¥14 Vait' Revenge 
305. Yoda Stones 

Upcoming Releases & Other Picks 

306 Aid yn Chronicles The First Mage (N64) 

307 Aliev in Wonderland (Game Boy) 

308 Army Men. Air Combat (N64) 

309 Azure Dreams (Game Boy) 

310 Banjo-Tooie (N64) 

311 Big Mountain 2000 (N64) 

312 Blues Brothers 2000 (N64) 

313 Bomberman 64 Second Attadd(N64) 

314 Conker's Bad Fur Day (N64) 

315 Crystals (Game Boy) 

316 Dolphin 

317 Donkey Kong Country (Game Boy) 

318 EarthBound 64 (N64) 

319 Eternal Darkness (N64) 

320 Excitebike 6i (N64) 

321 F-l Racing Championship (N64) 

322 Game Boy Advance 

323 Hercules'(N64) 

324 Heroes of Might k Magic (Gome Boy) 

325 Knbv 64 (N64) 

326 The Legend of Zelda. Tnforct Senes (N64) 

327, The Legend of Zelda The Mask of Mujula (N64) 

328. Looney Tunes Collector Alert! (Game Boy) 

329 Looney Tunes Duck Dodgem (N64) 

330 Luha. Rums Chaser (Game Boy) 

331 Metal Gear Solid (Game Boy) 

332 Mickey's Speedway USA (N64) 

333 Mini Racers (N64) 

334 The New Adventures of Batman (N64) 

335 Nightmare Creatures 2 (N64) 

336 Ogre Battle 64 Person of Lordly Caliber (N64) 

337 Perfect Dark (Came Boy) 

338 Perfect Dark (N64) 

339 Pokemon Attack (Game Bov) 

340 Pokemon Gold (Game Boy) 

341 Pokemon Silver (Game Boy) 

342 Hey You, Pikachu! (N64) 

343 Resident Evil (Game Boy) 

344 Riqa (N64) 

345 Rush 2049 (N64) 

346 Spider-Man (N64) 

347 SfeuCraft 64 (N64) 

348 Stunt Racer 3000 (N64) 

319 Sydney 2000 (N64) 

350 Taz Express (N64) 

351 Teat Drive Rally (N64) 

352. Tomb Raider (Game Boy) 

353 Turok 3 (N64) 

354 Wacky Races (Game Boy) 

355 Wartockcd (Game Boy) 

356 Winnie the Pooh (Game Boy) 

357 Winnie the Pooh (N64) 

358 X-Men (N64) 
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These Nintendo Power issues are available individually. Add 
them to your collection! Features in each issue are listed below. 

Use the Back Issue/Tip Book Order Form in this issue to order 
past Nintendo Power issues and books, or call our Consumer 
Service department at 1-800-255-3700 to order by phone with Visa 
or MasterCard. 

Volume 130 (Mar. ‘00): Pokemon Stadium, HydroThunder, South 
Park Rally, Brunswick Circuit Pro Bowling, Rally Challenge 2000, 
Nuclear Strike 64, Blaster Master (GB), Rayman (GB), Perfect 
Dark, Ogre Battle Preview, Tomb Raider Preview (GB), 1999 NP 
Awards Nominations, Funtastic Series Colored Consoles. 

Volume 129 (Feb. ‘00): Disney’s Tarzan, Pokemon Stadium Preview, 
World League Soccer, PGA European Tour, Fighter Destiny 2, Ridge 
Racer 64, CyberTiger, Turok: Rage Wars (GB), Bionic Commando 
(GB), NST: Game Makers, Tony Hawks Pro Skater Preview, 
Crystalis Preview. 

Volume 128 (Jan. ‘oo): Mario Party 2,40 Winks, Millennium 
Predictions, Worms: Armageddon, Donkey Kong 64—Part 3, 
Roadsters, Supercross 2000, Bassmasters 2000, Armorines, 
Dragon Warrior Monsters (GB), Mission: Impossible (GB), Gex 3: 
Deep Pocket Gecko (GB). 

Volume 127 (Dec. ‘99): WWF WrcstleMania 2000, Toy Story 2, 
Castlevania: Legacy of Darkness, Donkey Kong 64—Part 2, NBA 
N64 Tip-Off 2000, Ready 2 Rumble, Top Gear Rally 2, Rainbow 
Six, Operation Y2K Countdown, Mickey's Racing Adventure, 

Star Wars: Episode I: Racer, Ghosts 'n* Goblins. 

Volume 126 (Nov.‘ 99): Donkey Kong 64, Rocket: Robot on Wheels, 
Harvest Moon 64, Jet Force Gemini, NBA Courtside 2 Featuring 
Kobe Bryant, Resident Evil 2, Monopoly, Earthworm Jim 3-D, 
BattleTanx 2, Mario Golf (GB), Survival Kids (GB). 

Vblume 125 (Oct. ‘99): Jet Force Gemini, Army Men: Sarge’s Heroes, 
Starcraft 64, Road Rash 64, WinBack, Hot Wheels Turbo Racing, 
Rayman 2: The Great Escape, WCW Mayhem, Knockout Kings 
2000, Pokemon Special Pikachu Edition (GB), Donkey Kong 64 
In-Store Demo Strategies. 

Volume 124 (Sept. ‘99): Jet Force Gemini Preview, Gauntlet 
Legends, Hybrid Heaven—Part 2, NFL Blitz 2000, Gex 3: Deep 
Cover Gecko, Re-Volt, Shadow Man, Madden NFL 2000 Vs. NFL 
Quarterback Club, Sprocket Preview, Starcraft Preview, Tarzan 
(GB), Revelations: The Demon Slayer (GB), Looney Tunes (GB), 
Deja Vu I & II (GB), Player’s Choice Strategies. 

Volume 123 (Aug. ‘99): Hybrid Heaven, WWF Attitude, World 
Driver: Championship—Part 2, Army Men: Sarge’s Heroes Special, 
Mario Golf, Command & Conquer, Gex 3: Deep Cover Gecko 
Preview, Bass Hunter 64, Duke Nukem: Zero Hour, LEGO Racer, 
Monster Truck Madness, Spawn (GB). 

Volume 122 (July'99): World Driver: Championship, Quake II, 

Star Wars: Episode I: Racer Review-Part 2, Command & Conquer, 
Hybrid Heaven Preview, Inside E3: The Future of Nintendo, The 
New Tetris, Rugrats: Scavenger Hunt, Mario Golf Preview, Shadow 
Man Preview, Ken Griffey Jr.’s Slugfest (GB), Pokemon Pinball 
(GB), Duke Nukem (GB). 

Volume 121 (June‘99): Pokemon Snap, Ken Griffey Jr.’s Slugfest, 

A Bugs Life, WWF Attitude Preview, Star Wars: Episode I: Racer 
Review—Part I, V-Rally Edition '99, Behind the Scenes at Left Field 
Productions, World Driver: Championship Preview, Monaco Grand 
Prix, Conker's Pocket Tales, R-Type DX, All-Star Baseball 2000 
(GB), Join the Power Panel. 

Volume 120 (May‘99): Guide to E3, Star Wars: Episode I: Racer 
Preview, 1998 Nintendo Power Award Winners, Superman, All- 
Star Baseball 2000 (N64), Shadowgate 64: Trials of the Four 
Towers, All-Star Tennis ’99, Bust-A-Move ‘99, Ken Griffey Jr.'s 
Slugfest Preview, Airboardin’ USA, Pokemon Snap Preview, 
Conker’s Pocket Tales Preview, Game Boy Color Games, Super 
Mario Bros. Deluxe. 

Volume 119 (Apr. ‘99): Beetle Adventure Racing, Super Smash 
Bros., Triple Play 2.000, 0 .D.T., Global Gaming Special, Goemon’s 
Great Adventure, MLBPA Bottom of the 9th, Lode Runner 64, 
Starshot: Space Circus Fever, NBA In the Zone ‘99, A Bug's Life 
Preview, Midway Arcade Hits, Re-Volt Preview, Y2K Expose, First 
Edition of PokeCenter. 

Vblume 118 (Mar. ‘99): Tonic Trouble, Vigilante 8, Castlevania 
Review-Part 3, Duke Nukem: Zero Hour, Chameleon Twist 2, 
California Speed, NHL Blades of Steel ’99, Rampage 2: Universal 
Tour, NBA One-on-One, NP Awards Nominees, Command and 
Conquer Preview, Pokemon Hits the Deck, Logical, Power Quest. 


Canadian postage paid at Mississauga, Ontario. Canadian 
Publication Agreement #1643010. Return undeliverable copies in 
Canada to: 110-13480 Crestwood Place, Richmond, BC, V6V 2J9. 
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Our goaf is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 

Thanks goes out to all the people who make this possible. 

From the original editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 


People interested in helping us out, in whatever way possible. 

Either by donating classic magazines, scanning, editing or distributing them, 

visit us at http://www.retromags.com 


Wo am only interested fa preserving classic magazines 

that are at leasts years out of print 

We have no desire or Intention to profit from these fa any way. 

So please. If you come acmes people trying to aeti these releases, don't support them! 


Thank You and ENJOY! 



